THUMPING GREAT BEAT 'EM UP SPECIAL! 


The Middle East's craziest tyrant has stretched the 
patience of The West just too far. 

The U.S. President and his advisors have decided that 
covert action by a lone Apache helicopter is the way to foil his 
lunatic plans and neutralise his offensive capability. 

To undertake this mission you'll need lightning reactions 
and reckless courage to survive the white-hot action, plus the 
brains to plot a penetrative strike. 

"Desert Strike" gives you a unique 3/4 top down 
perspective and 27 missions, including destroying airfields, 
taking out nuclear processing plants, radar installations and 
SCUD missiles. 

Now you can do your bit for the Western World, 
piloting one of the best SNES games yet. But don't take our 


word for it. 


94% & Mega Game Award — Mean Machines* 
Desert Strike is a trademark of Electronic Arts. 


ENTERTAINMENT SYSTEM 


‘e 


im 
WA 


Se cae 


ee y 
I 4 7M Al FORCE 


ELECT TR@NIC ARTS 


Electronic Arts, 90 Heron Drive, Langley, Berks SL3 8XP. Tel: 0753 549442. Fax: 0753 546672 


potentially brilliant 
beat ‘em up. Turn 
to page 22 for 
everything you 
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EMAP Images employees ond their immedi- 
‘ate family aren't allowed to enter any com- 
petitions, There will be no cash alternative 

fo the prize on offer. 


The results of the NMS ‘Bunking Off 
Excuses’ competition are as follows. The 
names have been omitted to protect the 
ingenious. (Heh, heh, heh... the Phontom 
Subber returns to ensure justice will prevaill) 
1. ‘Security alert at (add station here), 

2. ‘Dodgy washing machine. 

3. ‘Relative grief (add stricken fomily mem: 
bers here) 

4. ‘Cor crime, 

5. ‘I was here until (add unfeasiblylong time 
here), c 
6. ‘My mote wants me to be agony ount. 

7. ‘I'm @ medio stor - my public need me. 

8. 'I've got this top lunch date, 

9. ‘Cough, cough, | won't be in today 
<click> 

10. ‘The nurse wants to look up my bottom 
for three weeks. 


another blah blah blah and all 
down to business. There's a 
in the world of Nintendo right 
need to know about it. In cose 
fare, and you'd be amazed how 
je aren't, there's been a price war 
aging across the Atlantic - with machine 
ftware prices coming down all the time. 
00 early to say whether the same is going 


en here, but since eve 
America tends to happen here 
there's more than a 


Following last month's shock 
expose of Rad's punishing 
professional schedule, th 


passing chance that the next few months are 
going to be very interesting indeed. The first 
indication comes with the price of Stor Fox, 
which will be set at £40 - SFX chip and all. It 
really does look as if the £65 cart could soon 
be history, which can only be good news for 
everyone. Talking of which, check ot our 
news piece on the Game Boy equivalent of 
the SFX - a technical bolt on set to blow new 
life into hand-held gaming ond keep 
Nintendo right at the forefront of games tech- 
nology. And if you want my opinion, chances 


e. Depending on indi- 
vidual workloads, this can 
take hours - but he’s got a 


ire we're going to see a 32-bit 
=D-ROM unit before the end of the 
year - together with new concepts | 
n.games hot from Nintendo HQ. 
30 as prices fall and technology 
ises, there’s probably never been 

s better time to play games - and if 
ou want to know all about that, 
ou're in the right place. See you 
next month! 
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“AL. wvos of this party once and was enjoy- 


“1 was at this party 
‘once enjoying a cou- 
ple of low-alcohol 
lagers when | noticed 
that | had become the 
focus of one rough- 
looking young fay. It 
rmust have been the beer 
7” _1-sc0n found she hod td hr 
horror when | woke up later ¢ 
A, osetia still, the whole town knew 
bout it~ nd in apace Aberstrth you cont um from shame 
Uke that” 
CURRENT coc AMEGA-SECRET 
‘GAME CURRENTLY UNDER PLAYTESTING! 


i on this Press tri to Central 
‘America with the Army ond got token out | = 
fora few shorbets with the soldiers, 
Several hours ater, and about £100 
lighter | staggered off and fll head first 
into an open sewage ditch, I lay therefor 
‘ages «it was so warm and comly - before = 7 
crowling off to bed. | remember thinking dhe matress wos obit 
lumpy, nd woke op he net onto Fad Bea eeing oF © 
loaded SUR rifle!” 
‘CURRENT As: STARFOX. TURF EMF, TURO STRET- 
TETRIS 2, THESECRET GAME 
- 
ar 
m 


ing glass of opple juice when | found 

myself in need ofa visit tothe lite boys” 

room, | located soid room and performed. 

the necessory ond tried fo leave. Imagine 

soy horror when | found ofthat the | ne 

had broken Lire vain to free mse 

but 10 no aval, so crawled out ofthe rey shinned down the 
pipe and went back into the party-About.an hour later | felt 

"Youre sgn, but for some reason therewas s quve al he woy 

down stirs... 

‘CURRENT FAVE GSS, TINY TOONS, 

PLAYING WITH NURSES 


Gary is, of course, much too hard to have (i aa 
hd any embarrassing party moment. se 
We know different, however. 


we 
TUFF ENUFF 

‘anyone, so, being the shy retiring type. 

that Iam, I jst sot inthe comer fking = 

large swigs from my botle of lemonade. f 

Suffice to say that | wan s6on 0 ‘tired SH 

and noting don Hore hii 

_somehow yt home, 

<a Toy deine exept fone shoe end wen! othe btrcom 
shower, lyagine my horror when, on toking my underpants 

“of, ti whall-<hewed bt of chewing gum - ed. 

‘How it got there Ill never know, but it fook me 

‘CURRENT FAVE GAM 


However, he was a bit too ‘worse for weor! and kept stabbing him= 
self, The sight of this caused me to laugh so hard tha | fell off my 
chair, knocking sherfidgelbehind me aver, Unfortunately, it fell on 
top ofthis poor lad trapping him.) took us over half an hour 40 get 


him out.’ 
CURRENT FAVE GAMES:TURBO STREET FIGHTER I, KIRBY'S DREAM- 
UND 


"My mast embaresing party momen! wos 


when | jained the Socialist Workers’ 

Potty. Enthusiastic as | was about my 

‘new-found right-onness the daily rigours “ 
‘of never washing, standing on street core 

‘ners ranting on about issues of which | 

‘knew nothing and bronding people fascist 

wage slaves whenever they crossed the 

road to avoid me became foo much for even my Vite social sensi- 
bilities.” Er, quite. 
‘CURRENT FAVE GAMES:STAR FOX. SUPER TETRIS, £1DA 


» 


" ti ight. ' 
race nh 
‘second of if. | was supposed to moke ~ 


bigspeech, but sadly 'd been Ahly 
enthusiastic with the Top Deck. Aso result 

my speech ran something like ‘Ars, 

hgh, yer me best palsh, you'n me ogainsht the word’ belore 
collapsing infront of the assembling ranks of my family, And I still 
don't know why ay-Gran’s cut me out of her will.” 

‘CURRENT FAVE GAMES:TOP GEAR, SUPER MARIO KART, STARFOK 


"used to be in this band called ‘The 


Toilgators.’ We'd been playing this gig at 
the Kaleidoscope in Birmingham and | 

~ wos enjoying alittle medicinal afterodrds 
‘when | noticed this nice-looking git! Beck 
coning for me to-game oer and join Fer 
thinleh might have heen o litle too-enthu= 
sinstc hough because I legged it over 
cand jumped up to land omer knee - breaking her leg in the 
proces Sh wos o good sort though and come to our next gig, 
despite the full-length plaster on her le 
(CURRENT FAVE GAMIES:STARFOX, TINY TOONS, TETRIS 2 


“Vl never forge the time a fiend of mine 
invited me and some of my pals to her 
porents’ posh do’, o rather high-brow 
<gothering. We ol figured they wouldn't 
miss few botles of grape juice, ond 
ater plfering afew we snuck off to my 
mate's bedroom, Soon, we were all feeling nicely refreshed and 
decided we'd quite lke « bt ofa sit down, Now, the only furniture 
inthe place wos a beautiful wooden bed lovingly hand-made by my 
chums father. Sadly, he obviously didn’t make his living aso car- 
penter, for as Soon as lithely sprang upon it the beams immrédiote 
ly cracked ond the bed collapsed noisily, Needless fo say, my offer 
colo chipboard MFI replacement was met with a sharp throwing- 


out.” <<a 
‘CURRENT FAVE GAIMES:CYBERNATOR, SUPER STAR WARS 
h? < 
‘Instead of the correct 42! | was blushing 
‘afterwards, | can tell you.” 


for 
‘CURRENT FAVE GAMES STARFO, MECH WARRIOR CYBERNATOR= 


£ 


~ “"Thete was one time when Ios ata din- 


ner party in Tokyo, and when the frst 
course grrved | realised my legs were 
sloped at « 47 degree angle, the ongle 
indicating the after-dinner mints course, 
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NEW GAME @ MOVIE & TV. COMIC © REPORT © HARDWARE © ANIMATION = EVENT 


TENSE, NERVOUS 
HEADACHE? TAKE ALADDIN 


wr Mickey Mouse firmly established 


‘one of THE best Super NES plat- @ 
Ut 


‘A In-Gene-us Super NES fn (roan! 


forename | 
BY: CAPOR | 
SUPER NES | 


SOUNDS FAMILIAR 


ell, it’s happened to the Tetris tune, 
‘and Super Mario Land was given the MUSIC f 
rave treatment, but now a new Nintendo- 
related track is set to one gta 
and your ears. As you can tel e title, f 
‘ou Ever Beach the Ena rom | « BY:AAPID REC. | 
of the music u: in Nintendo's TV ads. 
Remixed by High Score Warrior four dif- VINYL TAPE (0 
ferent mixes are available, and all four a) 
are available on vinyl, tape or CD. It’s 
released March 29th, so keep an ear out RAVE? 
for it. All we're waiting for now is a track LB 


using Nintendo's hypnotic Wario ad for 
inspiration - heaven forbid. 
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JUNGLE STRIKE 
FOR DESSERT 


ith the Megadrive version entering 
the last few weeks of development, 

EA have just 

announced that Jungle 

Strike, the sequel to 

Desert Strike, is also 

set for a Super NES 

release. Once again 

played across a 

scrolling isometric 

landscape, Jungle 

Strike adds a few logi- 

cal progressions to the 

original including night 

missions and the jungle setting allows for 

well-disguised enemy bases and, conse- 

quently, tougher missions. Other addi. 

tions include a trip to the White House 

and a new shipment of weapons to install 

in your chopper - not fo ment 

lude featuring a rather futuristic hover- 

craft. Work has only just started on the 

Super NES game, but EA hope to have the 

game ready for an Autumn release. 


The ‘chopper prepares fo toke out Toke Thor's stretch limo. 


ce SUPER NES 


This iso job for International Rescue. 


@ DUMMIES CRASH 
ONTO THE SNES 


Boosting the most potential of 
any recent licence, comes 
Acclaim’s Super NES and NES 
versions of Crash Dummies. 
Abandoning the ‘event’ idea 
favoured by the recent Game 
Boy effort (issue 4 - 86%), both 
versions instead opt for a 
scrolling platform mix, with 
Spin and his fragile mates 
enduring numerous accidents 
and mishaps on their search 
for bonuses. A full Preview 
should follow nextissue. 


@ ELLIOT SNES 


Ocean's American counter- 
parts are currently busy con 
verting their old Amiga licence, 
The Untouchables, over to the 
Super NES. A real hit in its 
original Amiga form, Ocean 
‘ore making the most of the 
Super NES's better capabilities 
to produce a game which not 
only incorporates the original's 
seven stages, but adds two or 
three more. Thus, Super NES 
‘owners can expect loads of 
prohibition blasting and body- 
bag-filling when the game is 
eventually released in 
September. 


© ONE-AH, TWO-AH, 


THREE-AH... 


If the WWF bubble still hasn't 
burst, it’s surely because 
Acclaim keep releasing 
series of games based on the 
wacky and not at all staged 
events of American Wrestling 
Well, adding a little more 
longevity to Hulk Hogan and 
his boys, Acclaim are set to 
launch WWF? for the Super 
NES, WWF4 for the NES, and 
WWFS3 for the Game Boy. 
Expect full reviews real soon. 


(@ HOMER SWEET HOME 


Word reaches us that Acclaim 
are working on another 
Simpsons licence - this time 
revolving around Homer. 
Actual in-game details have 
yet to be decided, but it is 
believed that the game will be 
set in Springfield's Nuclear 
Reactor where the failed father 
toils for a living. Pencilled in 
for a Game Boy release some- 
time in September, it’s odds- 
on that similar NES and Super 
NES versions will follow. 
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NEWS NETWORK 
THE EYES HAVE IT 


‘ore Manga action has arrived as the occult fan- 
jtasy, 3x3 Eyes hits these shores. Based on old 
Japanese ghost stories surrounding the legend of 
mitsume kozou (the ‘Three-eyed Brat’), the tales 
were duly converted into comic form and then into 
this, the animated version. Set in Tokyo, the hero 
Yakumo Fujii meets a girl carrying a letter from her 
long-dead dad. Together they read the letter and 
learn of a race of three-eyed people - the Triclops - 
who have solved the problem of immortality. The 
normal-looking girl, it transpires, is a member of 
this race so together they team up to find out more 
about her race and the ultimate secret, Rated as a 
PG, 3x3 Eyes is a two-tape set, with part one out 
now, and the second part to follow in the summer. 


ANIMATION 
BY: MANGA VIDEO 


STARS IN THEIR EYES 


ew from Hewland, the creators of 
GamesMaster, comes Games World - a five- 

days-a-week console games pro- 

gramme for Sky One. Depending 

‘on which day you‘re watching, 

the programmes offer reviews, 

tips, news, and the chance to 

“Beat The Elite’ by playing 

some of the greatest games 

players in the country. 

Several NMS lads are 

already busy working on 

the programmes, and the 

show will be running by 

the time you read this. 

Keep an eye out for a few 

familiar faces and maybe 

the odd familiar body..... 
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CHEATS 
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SUPER PRIZES 


GET YOUR SCORE SORTED 


EEEEEZZZEEEEE!!! 


ON te 


—_MEGASUS— 
ZZ, SOLUTIONS SS 


NO "CALL TIME WASTED WITH VERBAL RUBBISH # 
LUNES UPDATED EVERY MONDAY WITH THE HOTTEST TIPS AND CHEATS AROUND 


*° SNES 0336 42 03 24 
NES 0336 42 03 25 
GAMEBOY 0336 42 03 26 
MEGA DRIVE 0336 42 03 27 


WIN. pxvor ne tor rive cures oF YOUR HOCEON ANY FORMAT 


“ COMP-LINE 0336 42 03 28 


(Mts choke with de breaker) 


Join the pack as 16 nations to battle it out for 

the World Championship. Use your strength 

in the scrum or your speed on 

the wings to score.a try. Feel 

the thrill of rising adrenalin 

when you tackle, drop kick, 

convert, drop out as 3D 

perspective brings the action 
on the pitch to life. Full of options like 
change team names, player names, kit 
design etc. Instant ACTION REPI 


PAL VERSION Sa 
= pits 


Imagineer 
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NEW NAME FOR 
STAR FOX 


Just as NMS was going to 
press this issue, we heard that 
Nintendo's stunning (96% 
rated, no less) Star Fox has 
undergone a name change. 
The official UK cart - which is 
to be released in Moy for o 
very reasonable £39.95 - is 
now entitled Starwing, so 
remember this when you have 
your cash ready sometime 
next month. 


NO FELIX..? 


In a rather surprising move, it 
seems that Hudsonsoft’s NES 
version of Felix The Cat will 
NOT be relegsed in the UK 
now! Apparently, the game 
hasn't been accepted for 
release, which is a real pity as 
we felt it was one of the better 
NES plotformers - if alittle too 
easy. 


++ HOWEVER! 


Se Sticking with Felix a while, 
— = though, a Game Boy version is 
x i ill in the wit d is Ne 
NEW GANE | : oe 
Ta ay. [Eterna 


the Game Boy, and very good 
it seems, too. However, end- 
ing the stories relating to the 
monochromatic moggie once 
and for oll, a Super NES ver- 
sion wos never on the cards, 
contrary to what has been 
reported elsewhere 


THE FINAL 
FRONTIER 


Rumours reach us regarding a 
rother spiffy-sounding Star 
Trek licence. Based on 
Interplay’s 25th Anniversary 
PC game, Super NES Star Trek 
has yet fo be confirmed, 
although we reckon Interplay 
themselves will be making on 
‘announcement very soon. 


LIFE ON THE 


fe nenGane | 
OY: CAPCOM OCEAN WAVE 


— Ocean are continuing to 
spread their wings by 
announcing NES and Game 
Boy versions of Puggsly’s 
Scavenger Hunt and Robocod, 


ae GANES 


BY: VARIOUS: 


SUPERNES | 


CHOOSE YOUR Fic 


RYO SAKAAKI (THEINYINCI- 
BLE DRAGON): Master of the log 
| endanaikyekugenriissehdol of i 
Karate, has developed his life? 
‘offre ‘cog re jate father. Nad 
ROBERT GARCIA (THE RAGING TIGER): y 
Anotherfsiudent of Ryo's dadj legiening his 
int the Taig Atadeaiy: Hi dlso.a pol of R¥giasy 
Band the pair of thm hove jkieke4/o fair jaws 
pc: togethad 
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NEW VIRGIN 


After considerable success on 
the Megadrive, Virgin are set 
to unveil their first Super NES 
titles this Christmas. Leading 
off with those Global 
Gladiators, Mick And Mack, 
and their burger and ecology- 
related jolly japes, it is also 
believed that Cool Spot, o 
rather neat platformer starring 
the US star of the 7Up ads will 
follow. Full previews will follow 
when there is something to 
see 


ISLE BE DAMNED 


Fans of Hudsonsoft’s rather 
: 5s cheesy Adventure Island con 
nextombdtant. The eight soon revel in two new install- 
walrriors have travelled across & é ments. Advenfure Island I is 
semetime to settle the age-old the first scheduled for release 
fagguments about who's He) : ‘ ond brings Wonderboy-style 
A ed ‘and fos “a ee action to platform-hungry 
(well, they coat Be World Gome Boy owners, whilst NES 
Warriors because that name is owners should start preparing 
for the third in the series. More 


Jaken) jumps into\theser, Sime m h 
PON common ground and ge¥ down to the detoils and screenshots next 


action. Each has his or her own set of special A issue... 
moves,gpd some of theme even alowed fo . 
ews@iWeapons. Beat the lot and you'ré transport- 
od fo IAPS ES sftcoshp, to fogetMe on } Toy BOYS 
who gan/thangehimseltinte any Of the charge: Based on the rather odd Barry 
stersiat Will. Gorneploy is 'mueh sifhpler than Levinson film starring Robin ‘I 
St ighter 2/@nd the rounds don’t tend te last * Get Everywhere! Williams, 
is long, but be Under no illusion - a fajsamount 3 comes a Super NES game 
His requifed and in two-player mode it’s a De yaaa a0 based on its many characters. 
hoice foFBnyon@llooking for a fighting p oseniies ond bea Aubcugtt theigame has beor 
ae “ ilaliaaa released in the States, word 
reaches us that a rather promi- 
nent UK software company will 
be making an announcement 
very soon indeed. 


ROCK AND ROLL 
RACING! 


Is the fitle of the new racer by 
Interplay. similar in style to the 
likes of RC Pro Am on the 
trusty NES, the game promises 
@ rough'n'tumble race around 
some of the world's toughest 
dirt track circuits. As we speak, 
‘© copy is winging its way to us, 
so further details will be in the 
next issue, 


GOAAAALLL! 


After the disappointment of 
Jaleco's Goal, the ever-busy 
chaps at Hudsonsoft are set to 
release a rather spiffy Footy 
sim. Stoy tuned for more news 
real soon, 


Have you ever wondered how you would finally defeat 

\ Bowser in Super Mario Bros. 3 or how to destroy the Count 

of Darkness in Castlevania II? Now your worries are over! 

The "Official Guide to the Nintendo Entertainment 

System" reveals the secrets and solutions: 
Exclusive tips to help you pass every stage of many 
games. 


‘Cunning strategies to succeed. 
Detailed descriptions of how to complete 72 NES 
games. 

Full colour throughout. 


SPECIAL OFFER! 
Order both this and the Game Boy Players’ Guide to receive £2.50 off your next purchase of goods over £25 when you 
place an order by April 10th from the Official Nintendo Catalogue from Squared Circle. This offer excludes postage and 
packaging. 


ORDER YOUR COPY NOW 


Order by telephone, using your VISA, MASTERCARD, DELTA or SWITCH card by simply dialling 0908 262366. 
Alternatively, please complete the attached order form and send it along with your cheque or postal orders to the address below, please also include 
£1.50 for postage and packaging 
SQUARED CIRCLE LTD, 18 VINCENT AVENUE, MILTON KEYNES, MK8 OAW 


NAME: 

ADDRESS: 

POSTCODE: TELEPHONE: AGE: 
DESCRIPTION QUANTITY ITEM PRICE 


POSTAGE & PACKING £1.50 
GRAND TOTAL 


ARE YOU IN CONTROL ? 


Yes it's true, no longer must you be subject to 
the tyranny of your Game Boy software. With 
this full colour guide to Game Boy games you 
can find new clues which will not only assist 
you but add whole new elements to your me 
game play strategies. Aided by screen shot Pay 
maps, tips and unique game plans you oF 
have the formula for success in over 25 of 4 
your favourite titles. aj 


EXCLUSIVE 
FROM 


SQUARED CIRCLE 
AT ONLY £9.99 


SPECIAL OFFER! 


Order both this and the NES Players’ Guide to receive £2.50 off your next purchase of goods over £25 when you place an 
order by April 10th from the Official Nintendo Catalogue from Squared Circle. This offer excludes postage and packaging. 


ORDER YOUR COPY NOW 


Order by telephone, using your VISA, MASTERCARD, DELTA or SWITCH card by simply dialling 0908 262366. 
Alternatively, please complete the attached order form and send it along with your cheque or postal orders to the address below, please also include 
£1.50 for postage and packaging 
SQUARED CIRCLE LTD, 18 VINCENT AVENUE, MILTON KEYNES, MK8 OAW 


NAME: | 
ADDRESS: 


POSTCODE: 
DESCRIPTION 


TELEPHONE: 


QUANTITY 


POSTAGE & PACKING | £1.50 


GRAND TOTAL | 
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WIM! ORIGINAL NMS ARTWORK AND INCREDIBLE FIGHTING FIGURES 
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HYPER FIGHTING 


HYPER FIGHTIN 


They've got to be the hottest bits 


~ one of the most sought-after col- 
lectors’ items in the universe! 


What with all the hype and exci 
ment surrounding the Streetfight. 
saga right now, with an NES version 
definitely in the pipeline and the 
incredible Turbo Champion Edition 
coin-op all the rage in the arcades, 
we figured another incredible NMS 
competition was called for. If you 
were paying attention lost month, 
you'll know that work on the 
Streetfighter 3 coin-op has alroady 
begun, albeit at a very early stage. 
The game itself is still at the ideas 
level, so we thought we'd have a bit 
of fun and give you lot the chance to 
win some well decent prizes, 


So what do you have to do to win the 
mouth-watering array of goodies pre- 
sented on this very page? It's simple. 
Basically, we want you to come up. 
with a fighting character who could 
take on the world in Streetfighter 3. 
looking for the hordest lad or 
lassie in the known world, and who. 
they are is completely up to you. 


We want you to come up with a fight- 
ing character ond a series of moves 
so hard and so totally original we'll 


be 
printing the best entries ond dishing 
out o box of four metal Streetfighter 
figurines to the best ten. But that's 
not all: the overall winner will waltz 
off with Gary Harrod’s very own and 
original Streetfighter character - 0 
priceless work of wonder guaranteed 
to secure its rightful place in the his- 
tory of fine art. 


A few words of advice; make sure you 
use a pen when drawing (becouse 
pencil won't show up in the mag) and 
do colour your pictures as brightly os 
you like. Don’t just knock out a vari- 
ant of the existing World Warriors 
either - we want completely original 
characters and nothing less will do. 
Don't forget to tell us what they can 
do as well: where they come from, 
how they fight, their special moves 
‘ond any other fascinating titbits of 
trivia, 


> GWEKWAY: 


Rap eieiee TE 
HERE'S SOME YOU 
MADE EARLIER... 


We've already had o clutch of... er... interesting ideas, and here's a cluster of > & Mick. 


them for your delectation. x 


GyzumPR, 


Whoever this young lad Merrett is, he deserves to 
go for with talent as obvious as his. $ has unveiled 
his limp-wristed entry: Birrova Pan-Zi. Resembling 
your everyday cliched, stereotypical 70s hairdress- 
er, Birrova's floral cardigan hides ali manner of 
fighting moves. Get too close, for instance, and 
those frail wrists deliver the ‘Get You, Cheeky’ face 


iy slop, Alternatively, Birrova is good at defending his 
4 rear thanks to the Inmanesque ‘Shut That Door’ 
UMG0GO BLAS CHOPPER ore kick. If the quality of entries is anything like as 
-KENYA- TIGER, novos sce ioceve nt ] good as this, those figurines are going to be hotly 
eae ee omnes contest 


NMS Competition Ri ea. 
EMAP Images emp! ‘ond their immediate fam- 
OVZUMPR AND CO. - ilies connot enter any of our competitions. The 
From the unusually-named Nature Boy comes o veritable fighting-fest of potential char- Editor's decision is finol and there will be no cash 
acters. Nature's pic features such delights as Umgogo the Witch Doctor (from deepest _ alternative to the prizes on offer. In fact, there are 
Kenya, no less), Ryu-Li who it transpires is the daughter of a marriage between Ryu and no alternatives to the prizes at all - and, even if you 
Chun-Li, and Chopper from Australia. The character who cracked us up, though, was _can't stand his artwork, Gary will come round your 
Moon Monkey lookalike Qyzumpr, who is described as thus; ‘Bizarre alien streetfighter house and hang the thing on your wall anyway 
from beyond the stars.’ Er, yes. because he doesn’t care. 
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H°: it ist The only 

game we've ever a a 

seen which seri- = \ 

ously threatens 

to knock i, 

Streetfighter 2 off 

the throne as ; 2 

Greatest Beat ‘Em 

Up OF All Time! . ~ 

We're talking Tuff 

E Nuff, the game i I 
which started life } ) 
as Dead Dance and 

Groppediour |aws fo tia Ly 
floor when we first 1 
slapped it into the l J 


machine. Dozens of 
moves, millions of 
sombos, tons of boss- 


| es, everything you - THE FABULOUS FOUR 


| could possibly want! 

lissiwhot does NMS Incredible though it may seem, the fighters of Tuff E Nuff 
ie are blessed with os many moves than those in Streetfighter 
do when one of the , 2, even though the game uses just four buttons instead of 
Potential all-time six! The top controllers are left completely redundant, we 
greats appears on know not why, but it’s possible to pull off ot least 20 moves 
the horizon? per fighting character, 


imple. We stretch and the possibilities for 
: combos are almost end- 


| out our mighty NMS ’ less. Just like SF2, combos 
Rand and grabit J are the key to winning 
for yet another . © | big, and you can practice 
forlExclusive. Yup, for days, even WEEKS, to 
get them right! Here's a 
brief rundown on each of the 
selectable characters and their 
individual special moves: 


The big man of the pack. A hug 
lumbering, not very bright fellow 
who specialising in all things which 
involve grabbing, throwing and gen- 
erally chucking his weight about. 
He’s got a ni in strangle holds 
os well, and likes nothing better than 
wringing the necks of his hapless vic- 
tims. 
SPECIAL MOVES: 
Suplex: Old muscle man makes the 
most of his great weight to wrong 
foot his enemies and waste them 
with a pile-driving drop of doom. 
Muscle Burster: As you might 
expect, this is not the friendliest of 
gestures and usually involves the 
unfortunate victim suffering the full 
brunt of a gripping attack. Not nice. 
Lightning Tackle: One of the best moves in 
the game. Vortz summons up his energy and 
does a running charge straight at his oppo- 
nent. If he connects full pelt, the result is dis- 
astrous! 
Climb Axe: Innovative or what? Vortz grabs 
his victim around the waist, moves up to the 
neck and then turns to slam them down. 
Once you're in it, theres not much you can 
do to get out except beg for mercy. 


DOLE 


A street fighter with 

‘on attitude. Young 

‘ond swift, Syol 

great all-rounder 

complete with 

headband and 

Marks and Spencer 

jacket (reduced), 

He's also got 0 

foir few killer 

combos stuffed 

up those elasticated sleeves and 

@ nice line in lightning attacks 

SPECIAL MOVES: 

Deadly Dive: Once in the air, Syoh can turn himself into 
@ flying human bomb, diving straight at his opponent to 
inflict a huge wadge of damage. 

Blue Thunder Attack: Summoning his spiritual energy, 
Syoh unleashes a fireball burst of pure energy horizontal- 


ly towards his opponent - just like those in SF2. 
Lightning Blade: Deadly in close-quarter combat. Again sum- 
moning his energies, Syoh unleashes a diagonal blade of energy 
across his body, throwing back anyone stupid enough to get in too 


Flash Upper Cut: Massively useful defensive failsafe. Trapped in 
a corner or facing attack from the air, Syoh can unleash a power 
punch of pure energy to send his enemies spinning 
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Another streetwise 
fighter. Very slightly 
slower than Syoh but 
definitely more 
resilient. The fact that 
he’s a bit of a baldy 
does nothing to. 
diminish his fighting 
skills, and his talents 
ore equally matched 
with Syoh’s so that 
nobody can complain 
about their character 
in head-to-head two- 
player fisticuffs. 


SPECIAL MOVES: 
Identical to Syoh, 


A skillful female knife 
expert with a nic 
line in slash attacks 
and general aerial 
acrobatics. She's very 
swift, especially in the 
air, but not quite as 
resilient as the oth- 
ers, although she can 
use her blades for 
effective defence 
against most of the 
hostilities thrown at 
her. 
SPECIAL MOVES: 
Legs Crasher: 
Useful low attack 
which can catch most 
opponents unawares. 
Pick your moment ond strike 
Kunal Shot: Old Koty comes 
armed with a couple of 
shuriken-style death blades. 
She's a bit of o markswoman 
and throws them both with 
devastating accuracy. Well 
hat else would you expect? 
Dash Slash: Greot surprise 
attack using both Kotono’s 
knives to full effect. Suddenly 
she'll lunge forward to deliver 
a devastating blow faster than 
you can say, er, circumnavi- 
gationalisation 
Spiral Intercept: Spectacular 
spinning move pulled off rela- 
tively easily and good if 
you've got plenty of space to 
move about in. 
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FAB FIGHT 
FRENZY 


One factor missing from the 
owesome Streetfighter 2 is the 

ability to select the computer- 

controlled character you want to 

practice against and scrap them 

fo your heart's content. The pro- 

grommers of Tuff E Nuff have 

cured this niggle with o nifty 

game option which allows you to 

pick the fighter you want to fight 

The three game modes are as 

follows: 

IP v 2P: The self-explanatory 

two-player game. Each player can choose from the 
four selectable fighters on offer and fights away. 
You can't each choose the some character, but 
we're reliably informed that Syoh and Zazi are vir- 
tually identical so nobody can moan thot their 
fighter wasn’t up to the challenge. 

STORY: The main one-player game. Fight against 
the other three selectable levels and then six boss- 
€s waiting in the tower. Thump your way through 
that lot and you get to take on King Boss. More on 
this loter 

IP v CPU: One player against the computer-con- 
trolled opponent of your choice. You can fight any- 
one except the King Boss. After all, why should he 
bother himself with you? 


TUFF E NUFF OR STREETFIGHTER 
2 - WHICH ONE WINS? 


With all thisilip-slobbering greatness crammed 
‘onto one caffy there’s just one question which 
remains - is Tuff E Nuff actually BETTER than 
Streetfighter 22 Could this be the game which 
actually beats the world’s greatest beat ‘em up? Is 
this the game which will tide everyone over until 
Streetfighter 3 and provoke the same manic furore 
as Copcom’s killer? Well, we're not going to say - 
yet. We've only had our Exclusive pre-production 
Cart in the office for a few days, and whilst we can 
already soy this is possibly one of the greatest con- 
sole games ever, you'll have to wait for the full and 
‘equally Exclusive NMS Review to find out for sure! 
As you can see from the fighting feast crammed 
inside this issue, the future for Nintendo beat ‘em 
ups'is looking very rosy indeed. If this four-page 
Preview on this 16-meg beastie isn't enough, check 
‘out our News special and feast your eyes on the 
Braw/ Brothers and First Samurai Reviews inside 
this very issue of NMS. And don’t forget to wang in 
your entry to our awesome Streetfighter 3 competi- 
tion if you want to show how hard you really are. 


LET’S JUST SEE THAT 
AGAIN... 


As if all these options weren't 
enough, Joleco have gone and 
crammed a completely original 
feature into the game - an 
Action Replay mode! Dust your 
‘oppoent, or get dusted as the 
case may be, and you're treated 
to the last ten seconds in super- 
slowed-down glory. If it’s all 
going a bit slow, you can always 
push one of the buttons and 
speed things up o tad! This fea- 
ture comes into its own when 
you take on someone annoyingly 
good and happen to win a round 
= you can sit there for ages reliv- 
ing your victory and driving them 
med! 


2400 2P 


BEANS (Tower's 

Gate): If this bloke’s 

cool, I'm a Dutchman. 

Actually, that’s exactly 

what he is. Beans has 

3 whiffy hairdo, a 

nose ring and insists 

on wearing clogs 

which, in my book 

makes him as much of 

a Dutchman as a 

Dutchman can be 

Don’t underestimate — r DOLF (Missile Silo): If you remember The 
him though. He's got i e = < Borg off bptidige bo coneraey ee piste 
@ nice line in floor- . y looks like. He’s got an 
board fire attacks and i ce and rocket launcher 
he’s a bit of a psycho too - strapped to hit Gedo's ata ord cs od 
laughing like a loony when-M pey (Wooden Floor): Probably the greatest and tosses a knife in his hand when he wins. 


evorihe wins. exponent of Judo in the known universe, Rei 
doesn't follow any of the rules normally associ 
ated with this noble sport. Instead she weo 
metal shoes fo help her kick people and ro 
fire across the floor whens 


1 Pe219200 


SIROU (Ninja's 
Room): One of our 


fovourites. This man 


a mask to hide his 
emotions and is expert 
in the sweep and jab. 


(Factory): K’s 
ieeactipet rice ot bly where Ne ot ae pa teal ate 
all. production accident or another. Luckily for 
him, the powers that be decided to replace 
them with robotic metal hooks, which he uses 
KING BOSS (Tower Heights): Nobody knows who he is, where he came ote 
from or why he's here. The only way to discover his fighting talents is to battle bay 
your way through the game and earn the right 40 face him. Once there you dis- Darron penta Toh 
cover, well, do you honestly think we're about to spoil it for you by telling you esl arn jee pub RYST. SOR 
jatar, metallic murder. 
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or the purpose of this 
game atleast, yourname _ 
isHerras and you'reaman 

with a deadly mission. Ten 
years ago, the renegade i 
cartel of mercenaries-the 
Dark Wing Lance - launched 
a devastating attack on a q 
; 


colony which killed your j 
entire family including your 
annoying cousins - so 
maybe it isn’t all bad. | 
However, the experience 
has turned you intoa psy- 
chotic, deranged madman, 
justifying unthinking car- 
i 


nage in the name of 
vengeance (as you do).To 
that end, you've spent the 
last ten years turning your- | 
self into a Mechwarrior - a 
rampaging gladiator who 
depends on fifty-foot robots 
to kick the cack out of any- 
‘one who asks you “outside”. 
‘Now you're at the height 
of your powers and you a 


decide to chase up the Dark 
Wing Lance and shoot them 
to death (after thanking - 
them for ten years free of 
annoying cousins), j 
However, you've got to find 
them first. So you aes 
become a mercenary, 
taking on contracts to pay 
for your Mech whilst track- 
ing down information on j 
| 


the Dark Wing Lance. 

This generally boils 
down to choosing a mission, 
entering the battle crea 
‘and blasting the hell out of 
enemy Mechs. With them all 
out of the way, you get i 
loads of cash. Spend that 
cash on improving your | 
Mech - or even buying a i 
new one! Then return to the 
battle area and repeat the 
process, hoppy in the 
knowledge that you're one : P + 
step nearer to annihilating | 


the menace that is the Dark 
Wing Lance! Hurrah. 


So you fancy risking life and limb (not to mention Mech) 
in a mission eh? Well, go to GHQ and choose a contract. 
If you're not hoppy with the cash being offered, barter for 
your services and (hopefully) squeeze some more cash 
out of your prospective employers. Mission Control is also 
the place to be if you want to save your game. n ore yo 


board game! 


NINTENDO 


Mechwarrior came as a bit 
of a surprise, not being 
hyped to any degree, but 
even the first appearances 
make it out to be something 
special. The graphical 
effects are very impressive, 
though blocky, which is the 
price to be payed for speed 
and smoothness. They are 
probably the best that can 
be created using the DPS chip (as used in 
Pilotwings). | liked the way the game split 
nicely into a strategy and action section, 
with the sub-plot of finding the renegade 
gang using clues and contacts at the 
base. All the purchasing and customising 
‘of Mechs gives Mechwarrior a real sense 
of atmosphere beyond the arcade game- 
play. However, it has some major flaws. 
The battle sequences themselves are usu- 
ally pretty short. Victory is either swift and 
decisive, or suddenly you're a heap of 
junk. The playing areas are quite small, 
So tactics are limited, and even weak mis- 
siles have too much strategic advantage 
over the most powerful lasers.Having 
said that, I'm not such a game pro as 
Rich, so | found the game's difficulty level 
rising quite fast. Coupled with the range 
of objectives: searching, protecting, scav- 
enging etc, the substantial challenge 
makes Mechwarlor ‘one of the best 
games I've seen this month. The idea of 
ani leepraven aaa sequel, maybe using Super 
FX is even more appealing. 


When you want to customise, repair or 
even sell your Mech, it’s time to take the 
last train to Mech central. Owing to slight 
differences in the combat missions, it is 
wise to alter your Mech configuration every 
mission (unless you're hard like us and 
worked out the ultimate set-up). Weapons 
on offer include missiles (short, medium 
and long-range with optional homing 
circuitry), lasers (small, medium or large) 
cond particle cannons (the ultimate bolt-on 
bloster!) 


REVIEW = 


f comment 


At first | was stunned 


by this game. The 
i graphics and sound are 
truly superb, and the 
(eae jerally drips 


atm re, owing to 
9 the incredible presen- 
WAL tation. Iwas taken in 
é by the gameplay too 
RICH “hichis, ot first, fast 
and exciting. | was 
bowled over by the range of weaponry 
and all the different Mechs you could 
buy. But then, a couple of days later, | 
suddenly lost interest. | had bought the 
best Mech and was wiping the floor 
with the opposition. What’s more, by 
then I'd really grown bored of the lack 
of variety in the missions and the 
prospect of repeating the same strate- 
gies and tactics again for the thou- 
sandth time was enough to make me 
turn off the game and pursue some- 
thing more interesting. What's also odd 
is the fact that if you strip off all the 
lasers on your first Mech and buy short 
range homing missiles, you're just 
about unbeatable for around 20 mis- 
sions! Doh! With a bit more variety and 
m ht inthe lay, thi 
« o 


Wrst 
Polilsisles]1) 


HEHE THE HEAT IS ON 


Of course, all of these engines, losers, jets 
‘and missiles are enough fo cause your Mech 
to overheat if you're not careful. If you let 
this occur, your Mech shuts down - leaving 
you to the (not so) tender mercies of the 
enemy! The best tip is fire only when you 
need fo, lay off the jump jets and jump into 
the nearest lake/ocean if you're getting a 
bit hot under the collar. 


A: The impressive ist of the home wot, 


The controls are straightforward enough. Quite simply, the movement of the 
How To Control ii. <goe1 players around the ice reflect the up, down, left and right movements 


onthe D-pod.. 
This port testy chich with the big weopon is o 
B © 201s on ot. X J ree — 
Fire. Move sight/select target 

- To chose up leads on the 
uicharel jour tari chock 

Beep cteet weoponk 2 Selec  P Siorts ond pouses the game bavi eet pennies 
a fender, or one of the boozers 


may have some information. 
Make it a regular stop-over 
‘and patrons may offer you 
contracts, or just conversation: 


How To Play Choose your mission and take your Mech into the fray the basic object to blow up 
every other Mech in the game area. Earn money and customise your killing 
machine! 
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FREES COMBAT! 


Here you in the thick of it all. The 
basic objective of ninety per cont of the 
missions is just to blast the hell out of 
the opposing Mechs! For the fastest kill, 
concentrate your fire on the head or the 
chest. Blasting off arms and legs is all 
es well; but it doesn’t eliminate the 
reat. 


HEBERT 
e 


The Mech you start the game with. This 
machine is obviously limited in the 
weaponry you can attach, owing to the 
lack of arms. On the plus side, it’s a 
good deal faster than the bigger Mechs. 


This has all the speed advantages Light 
Mech, but has o reinforced body struc- 
ture, better legs and (best of all) arms! 
This means you get speed and decent 
weaponry! Shame about the armour 
though... 


The Medium Mech is 6 good deal larger 
nd foller thon its predecessors and has 
© greater scope for customisation, but 
overall, it’s far too similar to the Light 
Mech Plus and not worth the extra cash. 


e@ 

This massive Mech has truly superb 
‘armour, meaning that it can take quite 
some punishment, It comes with two 
particle cannons - extreme range, high- 
ly powerful weopons. Well worth invast- 
i 


These babies were designed to pack the 
ultimate in ormour and firepower. The 
only problem is, can you put up with 
repair bills of 300,000 C-bills every 
mission? Can you even get the neces- 
iret C-bills necessary to 

it 


iu 


“A goat intro hicks off the game ed this 
igh sander of presentation continues 
through the ene gome cme ol he sic 
screen re exelent 


‘Bias 


A Tho sprites and backgrounds ore oper, 
‘ed the amination i qucly good The ion 

dhivn berreen-btile sequences ore greph- 
‘ally excellent as weil! 


2. Tho game is bested wih o large ronge of 
‘thundevous sound effects und some posing 
‘movie soundtrock-stle backing msi. 


LITY 


A. The vige to complete misions ond cxs- 
Aomive your Mech entremely strong. 

Bett mst be sci that the misions get 
epetitve oer while 


ABILITY 


A. There or literally hendreds of missions to 
‘complete 2 you track down the enemy agents, 
The lack of variety i the extual combat 

does pt you oll ero while. 


DVERALL 


An “almost nearly but not quite” 
game, Mechwarrior has awesome 
ics, great sound, and 

playability . 
Unfortunately, however, it is let 
down by a severe lack of variety. 


= 


| SUPER pd 


RELEASE 

TBA 

CONTROL 

1 OR 2JOYPADS 

GAME DIFFICULTY 
EASY 

CONTINUES 

NONE 

SKILL LEVELS 

1 


RESPONSIVENESS 
ADEQUATE 

1ST DAY SCORE 
7,000 

ORIGIN 

Tom and Jerry are the amazing- 
ly long-lived cartoon adver- 
saries of the Warner stable. 
From the forties and fifties their 
many battles have filled the odd 
five minute gap on TV. 


ENIDNC 


f cartoons are visual liter- 

ature, what are the clas- 
sics? Walt Disney has to be 
Shakespeare, of course. His 
massive features, and short 
‘car tunes’ of amazing 
quality are the Canon — the 
Hamlet, Macbeth and King Lear. 
‘Works’ such as Deputy Dawg 
and Roger Ramjet, Batfink, Rocky 
and Bullwinkle have a certain 
standing because they actually 
say more than they let on. Then 
there’s the trash — the Jackie 
Collins of cartoons, with the likes 
of Inspector Gadget and Laurel and Hardy 

Now, Tom and Jerry, where do they lie in 

this estimation, Near the top, methinks. Their 
adventures around the fridges, plug-points 
and bannisters are all the more amazing 
because they actually make you laugh out 
loud. Their worldwide fame, due to a comedy 
that needs no dialogue, has made them a 
prime target for the games moguls who sense 
bucks to be made from the pair's antics. Will 
their career and reputation be enhanced by 
this digital outing, or shall it all end in tears? 
Read on... 


re 


Jerry's outside the Movie theatre, 
‘and wouldn't you know, it's their 
movie. Obli 
the upper l 
cockroach-type things jump on 
the lights. Have no fear, your fur 
won't burn with a nasty smell — 
you're Super Jerry! 


In stage two, Jerry finds himself 
running along the projector reels 
45 it shows a spooky movie, and it 
certainly is horrific! Characters 
from the monster movies, like 
mini-Frankensteins, Martians, and 
er, big-brained men also inhabit 
this ‘sur-reel’ world (groan). 


Whoosh, Jerry's riding on a cinema ticket through 
the debris found on the average Odeon floor 
There's the usval assortment of bubblegum, dead- 
ly popcorn, cockroaches, silver- 
fish. Oh yes, and a step. 


Toms first contraption involves 
series of sandbags on pulleys. 
As he ducks behind some crates, 
the roped sacks fall randomly 
from the ceiling. He is only vul- 
nerable to a snot barragé when 
he pops up to peek. 


How To Control 


Controls are simple: Left/Right to walk and B to jump. Pressing B twice in succes- 
sion makes Jerry jump higher. The A button controls snot balls. 


A 


LOW SHOT 


JUMP 


X J no runction 


HIGH SHOT 


; 


L 
ja FUNCTION 


we |) START: PAUSES GAME 
s SELECT: NO FUNCTION 


How To Play 


Repeat after me: Guide Jerry through the platform levels. Shoot globules at the 
nasties, and kill boss Tom after every third stage.Zzzzzz 


Most befittingly, Tom and Jerry has a whole level 
devoted to garbage. The first stage involves a per- 
ilous course across a field of girders. Some of these 
ore primed to fall with the merest pressure, even a 
mouse foot. The girders are patrolled by inch-high 
tiny workmen - or are they just little blocky sprites? 
The decision, readers, is yours! 


More frolics in the junk arena. This part of the level 
passes through a labyrinth of pipes, some of which 
drip deadly green stuff on J's head. But the viva- 
cious vermin is able to turn them to his advantage 
by using them as platforms. At dizzy height there's 
‘an exciting ride on a crane hook, which must be 
miniature to carry a mouse (but don’t let such 
logistics get in the way of « game ideal!) 


Rubberised fun abounds here, on the final stage of 
the dump. A maze of girders is peppered with a 
series of inflatable tyres that expand when Jerry 
jumps on them. And leap he does - into Tom's sec- 
ond trap! 


Tom sits in the cab of a crane pulling a huge elec- 
tro-magnet back and forth. When he switches the 
current off, some of the little metal workmen fall to 
ground level, What is the remedy for this attack? 
Snot, in copious amounts. About seven direct hits 
are needed 


In a dramatic plot twist we go from council tip to 
playroom, where Jerry finds himself running along 
multi-coloured Lego-style arrangements, and all 
the toys are dead big (like that bit from Tom Thumb 
when he sings Dooby dooby doo - you know?), but 
much more aggressive. Tanks and fin soldiers troll 
around. 


The nightmare continues. Now Jerry is forced to 
use springs to breach the gaps in the Lego plat- 
forms, without making himself a target for the 
rockets which criss-cross the level. One perilous 
moment involves a ride on an errant piece of green 
Lego. 


The last toy stage is rubber ball bonanza, which 
tokes expert timing to complete. Lots of cheese bit 
bonuses hang suspended in the upper reaches, just 
within boing’s reach. 


Tom seems invincible behind his controption, but 
becomes a victim of his own bombs. As they fall 
from the ceiling they pass three holes. One of these 
is sealed at any one time. Jerry uses the three but- 
tons to control the holes. If he’s skillful, the bomb 
posses all three holes and returns to sender. A snot 
free stage! 


U0 


0 Om0) OF ORO: OND) UNDO 


To oo a0 0 000 


Aaaagh! 
What have 
these pro- 

Bee. srommers 

ee. done to my 
~~ all-time 
7 favourite 
* cartoon 
heroes? The 
hilarious, 
JAZ high-speed 


chases, comic violence and 
sheer thrills and spills of 
the cartoon series have 
been totally ignored, and 
the result is a very slow, 
shoddily-programmed and 
utterly tedious platform 
game devoid of any origi- 
nality whatsoever. The 
Jerry and Tom sprites are 
all right, but the landscape 
graphics and baddie 
sprites are pathetic, with 
naff animation, poor defin- 
ition and little detail! 
Worse still is the sound. It 
must take a special kind of 
talent to torture the Super 
NES’ stunning sound chip 
into sounding like a couple 
of horribly untalented elec- 
tric organists playing a 
load of badly-arranged, 
appallingly-written ‘tunes’. 
The few sound effects are 
similarly feeble and unin- 
spiring. Piling on the mis- 
ery is the gameplay; 
tedious platform action 
which involves Jerry run- 
ning around the landscape 
collecting cheese bits, 
jumping or avoiding bad- 
dies and throwing balls at 
a very immobile Tom at the 
end of every third level. It’s 
incredibly dull and very, 
very unchallenging - I got 
miles into the game on my 
first go before giving up 
with boredom and disgust. 
This really is a gross waste 
of a superb licence - all 
that potential has been 
squandered, and what 
we've got is a game that’s 
not only dull, but also has 
nothing really to do with 
Tom and Jerry. There are 
loads and loads of much 
better platform games than 
this = check those out and 
avoid this at all costs. 


<< You know, it hod « pound for evry game 
which feotred Lego-style building blocks, td 
probably have ot es...ooh, seven quid by 


now. 
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‘One amazing coincidence between Jerry and 
AN Other platform character is the combatitive 


power of his bum. Bouncing on his foes is almost 
as effective as his snot attack, Some, like the 
steely and spiky items, take more than one hit. 
Some, like the mystical popcorn, are immune to 
this form of oppression, 
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There are 
many ways 
to waste 
£40 odd 
quid, The 
horses, a 
pocket with 
ahole, a 
Take That 
limited edi- 
tion box 

set. Personally, I'd prefer 

them all to buying Tom and 

Jerry. This has to be the 

biggest joke on the Super 

NES since, well, records 

began. Three main things 

condemn it: 

1. It's a completely unorigi- 

nal platform game, without 

the merest hint of a new 
idea. 

2. It takes one of the most 

fertile comic ideas (the car- 

toons) of the century and 
squanders it on nothing. 

3. The way it’s done is an 

affront to game program- 

ming. Usually a bland idea 
like this is given a proper 
tarting up before seeing 
the light of day, but here 
they couldn't be bothered, 
or just couldn't do it. The 
graphics, excepting Jerry, 

are truly abysmal - from a 

highly unconvincing brick 

wall background, to a rub- 
bish tip made from screen 
rubbish. But the crowning 

‘glory’ must be the sound. 

Never, never in the field of 

musical endeavour have 

two such tawdry outings 
passed for music. Anyone 
who can murder music with 
the facilities the Super NES 
offers has a talent for 
something (maybe like 

Richard Burton in ‘The 

Medusa Touch’). This ‘thing’ 

has no redeeming features 

at all, apart from being 

Phosphate free. 


PBREAKDG 


Weisenrarion 


ey, oo get film ito which meant Yo 
resemble ofl rel! 

"ad hey, completely cop! And hey, 
theres we options! 


Tho Jory sprites okay, o coupe of other 
‘ems ae fot. 


“Mest ofthe grephics re ether garbled rab- 
‘ish or blender than 2 gallon vot of Mellow 
Birds. 


“ii 


“5 Jas the woos possible mesic and sound FX 
pote. Available onthe ‘Les Dowson plays 
the Blues elbum’. 


“wu 


alte bleh? is In stone? No, it's the plya- 
| bitty of Tom ond Jer. This game is bring 
‘rom the fist jmp end cochroch. 


Siysusurt 


. 
| | Pinto dp sian 
f.| gibtne to cos yor ws gto 


OVERALL 


‘Awaste of money, time and 
effort, and most of all, the 
‘squandering of a great licence. 
All for a useless, tedious little 


platform game. 


PD Be Break 6. bb NO RD OA Belial ble A Me Se te dh Mile lo Le in MS Path | SS a ald dD, Cacti, us 


- Loads of game play 5 
tevealed in this eaiohock 
+ shown actual size! 


immobilise bad 
Bad 
Malis sel st goa bull eeyerneery 
Play same level over and 
je-use objects + Alter rule 


collecting 
Invincibility 


Pepperpots - 
down holes - 
turbos 


ENTED BY 


CODE 


en the social worker visited the Addams 
{Family, he observed there was a ‘vibe of 
armony’ in the household. Perhaps there 
1g between parents 
nd children. To rectify the problem, and stop 
hat strange anti-social behaviour their off- 
pring had been indulging in, the social work- 
er suggested they perhaps organise some sort 
of activity for their miscreant sprogs... 
Though they were not usually 
lined to take the 


gitches and a knit- 
tie, Mr and Mrs. 
ddams thought he 
‘might have a point, = 
So this is howthe 


dnesday thought the exerci 
ley to play alone. 
nger Hunt is mad 
ot too obscure, but 
ms’ had just 
 Mouldy cheese, spider’: 
y stuck them in the r 


lub. Pugg' 
‘and claim 


TBA 


1 JOYPAD 


HARD 


UNLIMITED 


GOOD 
12,000 


Scavenger Hunt is Ocean's sec- 
ond Addams family platform 


game. This time the characters rs 
FART: STARTS/PAUSES GAME 

are based on the new cartoon L/R Ron ol dailies 

series. 


Play Guide Puggsley round the six platform areas. Find the door to each sub-level within 
these areas. Jump on nasties to kill them. Finally beat the bosses and take the 
items they are guarding. 


PUGSLEY'S 
“SCAVENGER HUNT 


HEART OF THE 
MATTER 


Puggsley’s fragile health consists of three 
hearts, and most things in the house will 
femove one of these. There are three ways to 
restore hearts. Collecting 25 dollar symbols 
replaces one heart, and a hundred earns 
Puggsley extra life. The second way is to 
‘amass 50,000 points, which also gives you an 
extra life. The last method involves picking up 
the hidden hearts that are revealed by hitting 
switches. 


MANIACAL 
MANSION 


The Addams Family keep a rather bizorre 
household. Wherever Puggsley wanders, he’s 
sure to receive some unwelcome attention. 
There are six areas to scour: The Attic, Uncle 
Fester’s Lab, the Bathroom, The Cold Store, 
The Cellar, and there is an entire area 
crammed within Gron's crystal ball 


WITCH SWITCH 


There are fons of switches around, these are 
‘an essential part of progress. Some are 
shaped os question morks and reveal heorts, 
coins or remove barriers. Others are shaped 
{as blocks and must be head-butted from 
below. They often come in sequences that 
have to be hit in the right order. The correct 
sequence is marked by a bell sound, while 
the wrong order activates a hooter. 


ROOM WITH A 
FEW BONUSES 


Watch out for hidden rooms scattered about 
the Addams family mansion: there are tons of 
them, usually containing masses of coins, 
hearts and maybe the odd life. Some also 
function as passages to other levels, cutting 
out some of the work. A good example is the 
room found on Bathroom level two but we're 
not telling you how to find it. Oh no. 


ieaepley 
might be 
short of 
originality 
| (whoever 
invented 
the ‘bot- 
tom 
bomb’ has 
got a lot 
to answer for) but 
Puggsley’s Scavenger 
Hunt is an incredibly slick 
and addictive game. It’s 
the high difficulty level 
and zillions of secret 
bonuses that particularly 
appealed to me. Going 
all the way through the 
game requires lots of con- 
centration and cat-like 
platform skills and reflex- 
es. Those not used to 
platform games beware - 
you might find this is just 
too tough and therefore 
frustrating! Seasoned 
platform players, though, 
will be in their element. 
But it’s not just the game- 
play that makes this 
great. As you can see 
from the graphics, it’s a 
visual stunna. The sprites 
and backgrounds are 
beautifully drawn and 
animated, and there are 
some marvellous effects - 
the rounded screen of the 
crystal ball level and the 
clever way the landscape 
is lit when Puggsley goes 
into the basement are 
both outstanding. The 
sound is excellent too: the 
tunes are nicely arranged 
and the humorous sound 
effects are brilliant. What 
all this amounts to is one 
of the best Super NES 
platform games around - 
and considering how 
many there are, that’s 
really saying something! 
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THE LAB 


Uncle Fester conducts all his experiments here, 
‘and this time you're the guineo pig. Run along 
miles of chemistry apparatus, using bell jars and 
beakers os launch pad. Only the foolish linger 

‘on those bunsen burners - in fact, there’s no 
respite anywhere from the green goo, the rolling 
eyeballs and the dripping flasks of acid. You reach 
the specimen spider without pausing for breath, 
then extract its venom in the precise scientific mon- 
ner of landing on its head. 


THE FRIDGE 


Something’s been left in the fridge far too 
long, moking this the toughest area of the 
Scavenger Hunt. Make sure you've got your 
woolly underwear on before coming here. The 
denizens of the fridge include stuffed turkeys 
‘ond geese which seem very much olive. 
Amongst the lobster and frozen peas, snow- 
men (not of the friendly ‘Aled Jones’ variety) 
lie in devious wait. Behind the sculpted door 
lies the final, hideous challenge! 


= commenr we itsoornatc Popo Heo 
= 4 = i's 0 greased Lightning! 
iri net: going f0)say/ ann 4 3 Aooown! Wel, wl, 
thing about originality, or 3 J has 
lack of it, as anyone who i 
buys an Ocean game 
intends to get a standard 
platform game. In many 
ways that’s what 
Puggsley’s is, since there 
are no new features here 

Gus whatsoever. But that’s not 

the whole story, because 

Scavenger Hunt has its own magnetism. 

This is due to the fabulous graphics and 

sound, which someone has taken a lot of 

time and trouble over. Also, in response to 

complaints about the first Addams Family 

being too easy, Puggsley’s has been made 

mega-tough - and may get complaints 

about being too hard! The game is merci- 

less about sending you all the way back to 

the beginning of a level, which all platform 

experts in search of a lasting challenge 

will love. In fact, this is your essential 

hardcore platform game - hangin’ tough, 

lookin’ goed and guaranteed to blow your 

mind. 


Jd, crabs ote ke when you'e having 0 dip! 


THE CELLAR 


Not a pretty sight, the cellar is opened late in 
the game and is a real skill test. The light is very 
dim, and gives you little time to avoid the falling 
spike fraps and swinging knives. Patrolling the 
musty vaults are the dwarves with the spiky hel- 
mets found in Addams Family | and loads of 
bats. The amount of bottomless pits here is a 
major problem. The boss is a Zanussi gone 
berserk, with you trying to extract the all-impor- 
tant underwear from the wash cycle, as it froths 
Ariel at the mouth. 


: PHGO000 
: PEOGO00 


THE ATTIC 


There’s a lot of noise coming from 
the attic, probably because the mice 
wear hob-nailed boots, or maybe it’s 
the cannons! There are plenty of 
rodents here, some skilled in the art 
‘of cheese-chucking. The aforesaid 
cannons are o major hazard, but 

the resourceful Puggsley uses them 
to hitch a ride and break down 

walls. The incendiary feel of the level 
continues with some lit sticks of 
dynamite, and cherry bombs which 
waddle around on fat legs. At the 
end of the level, @ mutant mouse is 
ready with the camembert bombs - 
so don't end up witha cheesy head! 


THE CRYSTAL =e 9 7 
BALL NZ “hi tiny al al 


rons Cryto Bal sees al, ond takes “o8 ett tine et 

you back to o Mediaeval area filled with | gf : . 

knights, lances and magic. This has to i hare tlie tual 

be one of the spikiest platform levels a j 

ever, with poleaxes and swinging 

blades. Each sub-level is separated by 0 

port-cullis and guarded by ravens and 

guillotines with a mind of their own. Puggsley must shin up rows of 

chains and side-step falling spears to face the boss - on Arthurian’ ‘ademas od wth ne 

dragon plus flame! fae ind nc oe 
beaker. 


“+ The Sound FX oe excallnt ts of gutting 
noises, quads, mioown ond asored ocopho- 


™. 
The musi oli good, but fonds to dit into 
the beckground aire while. 


HAYABILITY 


A There's four diffrent reos to explore at 
‘ie, crommed wih oll manner of weird cbsto- 
det The poce of the game is fai. 

‘The familar leh/right bum bovnce ection 
imey be to stendard for some. 


“A Someone of Ocean obtiously saw the rb-tckling link between Squid! 


‘and ‘squint’, just one more chortle'n the chucklefest that is Puggsley's 
Scavenger, Hunt. Just have @ needle and thread handy incase of ony split - 
sides ot : __ Puggle’ is ough od she leather, ond 
the challeage reely cranks vp inthe Celler ond 
‘Gl Bo ere 
‘Surprisingly, W's not as big as Addams: 
Family ond fesatin might lio pt yo ol. 


THE BATHROOM VERALL 


Choosing fo dip his toes, Puggsley enters the bath- 
room - teeming with floating bubbles - and the scene 

fakes place in two parts. First there's o dash across 

the slippery porcelain, dodging the onslaught of the Ocean produce another strong 
toilet ducks (and drakes). Inexplicably, toads and ‘game from their favourite con- 
crabs have chosen to make a home here and chase stituoncy, a worthy sequel to 
you as you flush from pan to pan. The second part ‘Addams Forlly and i's 30 pol- 
involves a dip in the bath, avoiding plastic fish ond i ished you can see your face ini. 
scuba-diving cats. Eventually, Puggsley is within tg is ; 
tentacle distance of the octopus boss, and the ink 

will be his! 


@ In Level Three 
you're testing an indoor 


‘The Incredible Crash Dummies" © 1992 Tyco Industries, Inc, Licensed through Leisure Concepts Inc. 


A OWAOH THAT'S GOING 10 
Any 


4 How do you fancy a day ata 


Available soon o 
(Nintendo 


GAME DIFFICULTY 
EASY/MEDIUM 
CONTINUES 

NONE 

SKILL LEVELS 

ONE 
RESPONSIVENESS 
Go0D 


1ST DAY SCORE 
105,850 

ORIGIN 

The First Samurai wos originally 
programmed for the 16-bit 
home computer market for the 
now-defunct Mirrorsoft by Vivid 
Image. Kemco are the company 
responsible for bringing the 
gome onto console. 
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Gi zz77z me — a 


EXOREISE Wi TH 
AIRST, SAMURAI 


sditook refuge, 
jeful Samurai 


ge. 

Assuming the role of the 
lone fighter, it is the player's 
sacred duty to help the 
Samurai exact his vengeance 
in this most daring adventure 
from Kemco. It is a platform 
adventure with a few twists 
along the way in the form of 
puzzling obstacles which only 
a sorcerer could handle. 
Armed with the first ever 
Samurai sword, our hero’s 
task is to seek out the Demon 
King and send him packing - 
forever... 


THE 


tance the nie: 


tical wizard 


mage then costs 
a spell over that 


areo, paving 


the way for the 


Samurai. 


eres 


POTTY TIME \REVIEW 


Until now, 
the Super 
NES has 
escaped 


the plight 
(@ of dodgy 
Mest old com- 
puter 
N games 
PAUL skening 


its library. 
Sadly, the likes of First 
Samurai have caught up 
with it and what a dull 
affair it is! For an Amiga 
game this is all well and 
good but the Super NES 
has greater capabilities 
than this game was 
designed for. First 
Samurai’s-graphics are 
cs; wat ~ } lacking in texture, compos- 

ing of flat colours and 
many tiny sprites. The ani- 
mation of the main charac- 
ter is good but then the 
action is way too slow for 
my liking. I can tell the 


4 2 4 company responsible for 
A Use item. x Kick/Use Sword. ihaldcmalhiavetrieditora 
more interactive platform 
game, introducing a small 


Hey, get this for a novel concept. You know that green plastic thing that is con- 
nected by a wire fo your Super NES? Well, you see those buttons and that raised 
cross? Well, that litle thing actually sends orders to the Samurai. Amazing... 


How To Control 


puzzle element into the 
Punch/Use Sword. proceedings. All this 
amounts to, though, is the 
tedious collection of items 
that perform certain duties, 
" all of which are blindingly 
& |) STARE: Stort ond pause game. obvious. Without them the 
SELECT:Choose item. stages are incredibly small 
and featureless when com- 
pared fo the likes of Super 


Jump. 


ue a 


How To Play Guide the sword-swinging Samurai over and about the various plat- Ghouls ‘n’ Ghosts and 
formed realms, collecting the useful items necessary for the Super Star Wars. In its 

First Samurai’s exorcising of evil along the way, and defeat the favour the sampled flute 

Demon King “ featured in the soundtrack 


is nice, also the presenta- 
tion stands up well against 
its more convincing com- 
petitors. Overall, though, 


Riche hacen the game is a waste of time 
s and I can think of many 

vendetta much easier by other titles worth consider- 

collecting these items that es : ing before laying out the 


are found lying about all es 
over the pres = readies for this. 


though, as the sen- 
tiont star is token 
from him after death 
and cannot be 
obtained again. 


A Irony Corner No.1. Hey, what an oc 


COMMENT 


Whilst a game like First 
| Samurai is more than ade- 
quate for a machine like 
the Amiga, on the Super 
| 3) _NESis just seems dull and 
. flat, The action is too long- ied ntrdeion es th ne wth 
winded for its own good, sonia ted ee, 
and whilst the eg bab se 
arcade/adventure style of —e 
the game is initially fun to 
STEVE oy with, prolonged play 
soon proves tedious and the desire to con- 
tinve rapidly fades. That's not to say that 
there isn’t a lot to recommend about the 
game. It’s use of orchestral sound effects is (obeys 
inspired and the graphics are extremely rte anathema 
detailed and varied. Considering this, it’s a _gome’s age. Most of the enemy sprites are tiny. 
pity that the slow-moving action lets the 2 a am 
whole thing down. After all, this is sup- =e 
posed to be an action game recounting a i ) 
tale of revenge. If that's the case, where 
are the battles to the death whereupon 
loads of the Demon King’s minions get The musics god os re some he som 
together to give the Samurai a pasting? Eee ct very peti Some) 
The Super NES could handle such an idea, \ paler sr 
and it’s a lost opportunity that Kemco 
didn’t take the chance to make such 
improvements over the original. A real dis- 
appointment, and one that shows the 
rapidly growing gap between what is 


acceptable on a home computer and the : | 
‘Super NES. | itsmat eg nt ee nen 


‘smooth enimation ofthe Somursi spite. 


COME 
BACK! 


good. 
However, the proceedings are 10 vniaspling 
thot its dificult sustain ony amount of 
Interest 


OVERALL 


I 
E 


xcse me. Whivch way is Covent Gorden? ‘Any computer games that are 


sword at the bottom right of the screen, to save ported over to console should 


his skin. The only problem is the Samurai has ‘make the most ofthe better 
his sword snatched from him by the Gods until machine. Otherwise, it’s all « big 
the force is fully replenished. Feed the force by waste of time - as demonstrated 
defeating enemies as each one’s life is the here... 

the force D byc bread and honey of this mysterious energy. 


= 
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M4 rt ie, 
“VEEWAGE MUTANT HERO . 


The ever villainous Shredder has sent one of his evil androids to 
steal the Statue of Liberty. The turtles have to defeat Shredder 
and rescue Lady Liberty from his evil clutches in six huge levels of 
Arcade Action. As they attempt to put an end to Shredder he 
knocks everyone into an activated Matrix Translocation Beam 
sending everyone hurtling back through time. Can the turtles 
defeat the host of historic hooligans as they fight their way back to 
1992, to the final showdown with Shredder. 


ibling rivalry can be the cause of some 
truly unprecedented difficulties. Take 
for instance the case of Megaman and his 
younger brother, Meagreman, Whilst 
Megaman was doing brilliantly in school, 
getting into the first team, staying out of 
trouble and doing all his homework on 
time, young Meagre could hardly write his 
own name, couldn’t run a hundred yards 
without turning blue, and got caught by 
the Head choking to death on his first Silk 
Cut behind the bike sheds, Of course, Mr 
and Mrs Man lavished praise, attention 
‘and ample cash rewards upon their eldest 
‘ever-achieving goody-goody son, and left 
the younger to grow bitter and resentful. 
Life is sometimes hard when you're thick. 
Of course, things deteriorated when 
Megaman adopted the mantle of super- 
hero, protecting the weak and defending 
the innocent with no thought of personal 
gain, Meagreman’s temper snapped. He 
immediately donned a lab coat and rein- 
vented himself as Dr Wily - Creator of 
Cyborgs. Since then, Megaman and 
his ne‘er-do-well relative have clashed on 
numerous occasions, and while Dr Wily’s 
world domination and Megaman destruc- 
tion plans have been repeatedly foiled, 
platform style, by the running, jumping, 
shooting, puzzle-solving Megaman, this 
next challenge could show once and for 
all that it really is the geeky ones you 
should watch out for... 


PRICE:£TBA 
BY:CAPCOM 


RELEASE 
TBA 


JOYPAD 
GAME DIFFICULTY 
ULTRA-TO0-HARD 
CONTINUES 
PASSWORD 

shir LEVELS 


RESPONSIVENESS 
PRETTY GOOD 

1ST DAY SCORE 
COMPLETE ANY ONE LEVEL 
ORIGIN 

Third in the series of Game Boy 
‘Megaman games, and what 
seems the millionth Megaman 
game between this and the NES. 


Megaman certainly is @ nimble little fellow, He can run, jump 
and gambol like o happy Spaniel puppy in the spring. His 
spongy bones and remarkably elastic musculature also allows 
him to withstand really, really long falls unscathed. What's 
more, with a single press on both down and the jump button 
together, Megaman executes a fantastic hip slide along the floor 
with no run-up necessary! This move is very useful for dodging 
enemy fire, making a quick getaway and negotiating narrow 
tunnels and tight passageways down which Mego would not 
normally fit. Mind you, he’d better be wearing his skid-proof 
Bants or he'll get ewful chafing! Ooyahl 


alas: 


al 


‘And bouncy castles. 


: B BUTTON: Jump 
SELECT BUTTON: Nothing 
c: START BUTTON: Check items 


How To Play tn ga ge, 


regen oad 
way scrolling Biskoanitenl 
prises Br Willa. Beteatal tot wyeso evil 
cyborg henchmen and you earn yourself o 
crack at the man himself. However, keep an 
eye on es te energy bar and three lives 
doom may ensue. 


SHOOTING OFF FROM 
THE WRIST 


» % pss 
at] 


1 Megaman 
Mis certainly challenging, 
but in a grr-l-want-to- 
smash: 


by | 
simple matter of trial and 
repected death, nc | 


learn what killed you the 
last time and how to avoid 


if you can be bothered to 
complete it. Perhaps it 
would be best if Megaman 
were put out fo pasture 


{A Asnoke yesterday. 


y 


J DESTWOY HIM MY WOBOTS! 


In the best Megaman tradition, Dr Wily has constructed a new family of robot doom 
warriors fo aid him in his quest to destroy Megaman. And in true Megaman game 
fashion each android has its own stronghold full of traps, hazards and other 
bringers of death in the style pertaining to the powers of the owner of the fort. 
Here's a complete list of the rogues: 


Spark Man uses his powers of electricity conduction to 

|| wreak death upon the hapless Megaman. His fortress is guarded by all 

sorts of current-related measures, such os electric pulse fences and flying 
drone robots armed with electrical weapons! 


2...) A rather unhealthy obsession with reptiles is Snakeman’s 
His jungle paradise fortress is loaded with giant snake 
| £8) heads with concealed cannons, reptile warriors and even huge, full- 
screen wobbly snakes that spit fire at our hero! 


= Geminiman just loves reading the horoscopes to see how 

Wie, | his day a5 ‘out, so needless to say he’s stuffed his level with killer flies 

©” | and penguins armed with big bombs! Oh the perils of too much Russell 
Granti 


PRESENTATION 


Nc nts each villain, password presen- 


J.c2..1 Master of magic, spells and illusion, just like that bloke 
out of Defenders of the Earth, Megaman should certainly crumble in fear 
‘and confusion when he comes up against the walking grenade men and 
other improbable enemies in this territory - not to mention the giant illu- 
sion generators that make it impossible for Megaman to tell where he is! 


geod. 
No options very blond te seen, ch yes 


GRAPHICS 


«Eales inspite, abou eimation, 
‘at bochrounds ond splendid enemies. 

Some othe opposition ere a itl wimg 
oie. 


SOUND 


PLAYABILITY 


any to cont! and plenty of moves. Aways 
ee : Agele alt going on. 

a mote based on knowing the 
layout ofeach evel thon ony Homi action. 


LASTABILITY 


4 Ini, realy, rally relly hard 

Nowe, once you brow yout woy around 
‘oth Joel there's very litte halenge, ond no 
compulion play ogein. 


OVERALL 


Aprime example of flogging a 
dead horse. Not really bad, but 
made unplayable by the sheer 
frustration level. 


PA. Fly..no. Mind the... Erm, can you heor..oh} 


LONG-TERM INTEREST 


NINTENDO 


JOYPAD 
GAME DIFFICULTY 
EASY 


CONTINUES 
ONE 


SKILL LEVELS 
ONE 


RESPONSIVENESS 
REALLY DEAD SMART ACE 
1ST DAY SCORE 
COMPLETE GAME 

ORIGIN 

Game based on the exploits of a 
tribe of South American primi- 
tive speedboat racers and the 
blockbuster film made about 
them. Well, not really - it’s 0 
totally original title. 
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hen the weather is fine, then you 
know it’s the time, to go messing 
about on the river - as the song goes. There 
are all kinds of boat which will keep you 
afloat if you're messing about on the water. 
There are long boats and sail...yes, well 
anyway, the point is that the weather is 
indeed fine in NESland, and so a young 
man’s fancy turns to aquatic pursuits. 
Pursuits being the operative word, because 
in the rock hard world of Nintendo there's 
no Swallows and Amazons-type raft pranks 
and japery - it’s pedal-down speedboat 


race action all the way. 

The story concerns a group of “wacky” 
Californ-i-aynian speedboat racers, each of 
whom rules their own stretch of water. Your 
challenge is to travel to each of these kooky 
cats’ home turf and beat each one over three 
races, Once you defeat each water-bound 
boy-racer their turf, and all the lovely prize 
money offered by the Inane Watersports 
Fanclub, is yours. The races are played out, 
for the most part, in fine and traditional top- 
down-vertically-scrolling-o-vision, just like 
real boat racing. 


Ee 8.40.8 Re AE 


DRNDOER 


12, 000 in 
i 


Excitement raged os the red boat was goosed by the green... 


Use all your speedbooti 
How To Control. <xits to thrash the other = 
boater and claim oll the 
cash. Should you lose three races, your 
chances of championship viclory are in tat- 
f 


A) 
s 


SYN Pouse/unpause the game 


How To Play Collecting whatever goodies 
line the route, the basic aim 
af the game is to beat the 

second player : - the computer-controlled 

character across the tortuosu courses 


wE WANT 
SLO-morr 


SPEEDBOATS us 
Everyone knows what happens of you add 
nitrous oxide to the fuel supply of a stan- 
dard speedboat - absolutely nothing, 
except maybe a loud bang and a bit of an 
explosion. However, the boats in 
Eliminator are special boats with nitro- 
compatible jet engines. This means that 
with the flick of a switch your driver 
releases an injection of nitro into the fuel 
line, thus rapidly increosing the accelera- 
tion and top speed of your vessel. 
However, this potentially race-winning 
gear is only available in limited supplies 
found in canisters containing two uses 
floating down the river towards you. 

Sodly though, due to the explosive nature 
of this stuff, only nine shots may be sofely 
stored in your boat at any one time. 


the race fo give the 70s girl the Milk Tray first, the red boat applies his nitro boosters. 


The red boat and the green boat had a race, all red wants 10 do is stuff his face... 


LAUGHING GAS LARKS 


Between races your racer legs it into the neor- 
est shop to spend his prize money. The shop is 
@ passport to further riches, selling a number 
of upgrades to aid in your quest for greater 
glory. Here, ony damage may be repaired for 
@ nominal fee - a good idea since damage 
impairs the speed and control of the boat. 
Your boat may be modified in a number of 
ways. The cheapest is to improve your steering, 
then upgrode your acceleration. Boosting your 
top speed is one of the more expensive luxu- 
ries, whilst strengthening the hull of your croft 
costs a fortune! Five levels of upgrade are pos 
sible, and the price is stable for each level. 
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RATINGS 


4 Realy great inemisions, shop sequence, 
‘replay ol igh finishes el, smart tie cacen, 
We options. Boo. pill f 


re 
it’s happened with courses are well designed so I alaaetdl 
platform games and _there’s plenty of action, plus 
now it’s happening loads of shortcuts to learn, 
with bouncy bonuses to grab and hazards to D 
avoid. Each of the computer-con- 
trolled opponents has their own 
personality and racing style, and 
Cobra Triangle and —_the between-race intermissions Be sees te tvs ib bss 
now Eliminator Boat featuring them are actually quite Blend. 


4 Well thought out tunes and effets compa 


i 


Duel. However, the funny. As a one-player game, 
saving grace is that —_Eliminator Boat Duel is certainly 


os IABLITY 


4 Very fst indeod, pos obsootely reams of 
‘are. And hey! = i's great fm o play, oo. 
‘Dees ohe o while to get ino. 


ABILITY 


“4 Losoads of levels end the two-player option 


|} Asplendid piece of software. 
Original, varied and very 
playable indeed. I's the most, 
daddio. 


i PEGBEEOO 


ee EW" 
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xowam GAME BOY’ xowam GAME BOY’ 


KONAMI 


xowam GAME BOY 


Two meas of memory in rive 


THE ALL TIME CLASSIC - Nemesis! 


ranry scrc@line Orem UP in 
EXISTANCEEVERYTHING ABOUT 
IN FACT 10 GO OFF AND BLY FF RIGHT 
Now, He I wert Your" 


TOTAL! 93% 


Konami Europe, Television House , 269 Field End Road, Eastcote, Ruislip, Middlesex HA4 OLS Telephone 081 429 2446. 


iQ] SCUTCHEON 
Dear Jaz 


Could you please, please, please answer my 

questions as | have been writing for months on 

end: 

1. Will Nintendo bring out a 16-bit hand held? 

2. If so, how much will it cost and when will it be 

available? 

3. When will Mickey Mouse be released officially TERT RAaT Oi Manmade here's yoor bos Boccooob Holness! 
on the Super NES? meee s 


4. On Mario Kart on Time Trial | sometimes get a 

ghost of another player. Have | got a virus in my | | 

cartridge? - 

5, Ihave heard of a cheat to play the last four Dear Jaz 

bosses in SF Il. It is hold down all coloured but- | think NMS is totally brilliant and rites 

tons on both joypads, then press up and down zine. | used to buy Total until your first issue 
line to Jaz, spurting Pn Ranactiny ten theceneat ogo ancen appeared, and now | buy ital the time. Could 


fount of console wis- please help me with my qi byl ha 
iy 
dom. 1. Are there many gat pues on the Super NES. He 


so, are they any good? 
. 8 a 2, When will you review more golf games? 
Drop him a line at® 3. Next month, 3. Are there any cheats for Bart vs the Juggernauts 
CREE for tho Game Boy, without using a Game Genie? : 
current best time - so you know that if you're 4, Will you be giving a video away with NMS in the 


MR ROTHSCHILD’S in front of it, you're on for anew record, 5. near future? 
FRUIT IS A BIT Nah. eer Cetra ale Sie) my Super NES, 
|- - _ = use 's meant | tubbish’ 
BRUISED AND TEN- 6. What do you think of Super Probotector? 
7. What is better between Golf and Bionic 
‘Commando on the Game Boy? 


8. Is there a Chuck Rock 2 coming out? 
Gari Lee, Edinburgh, Scotland 


itl 2 __ JAZ=1. Not really. irem Skins is about 
5 uck alliyour little. F Whe best of the lot, and even that’s only 
A ane ee solved. average. 2. When they're released. 3. Not that | 
earns know of. 4. Not at present. 5. It’s good, but it’s an 
*-" acquired taste. Definitely try before you buy. 6. 


HY It’s great. 7. Depends whether you like sports or 
platform games, dunnit? 

Dear Jaz 
Please could you answer these 
questions. 
1, When will Alien 3 be out on the 
NES? 
2. Could you tell me when 
Streetfighter II will be out on 
NES? 
3. My friends say that Tetris is a 
load of crap. Is it? 
Christopher Goward, 
Richill 
JAZ: 1. Next month, 2, 
No release date has 
been planned, but | should 
imagine that it'll be released as 
soon as it's finished. 3. Not in 
the slightest. 


Willa Mario 
Super‘CD-ROM? 

2, How much will CDs cost? 

3. Is Mr Nuts any good, and when will it be released? 
4. When will Mystical Ninja be released, and isiitany 
good? 

5. (have the American Gontra Ill, and the other day 1 
went through an old Mean Machines and | saw a tip 
for Infinite lives, but which ‘title screen’ do | use ifon? 
Thanks a lotfer answering my questions and keep 
up the good work 

Tim Adams) @hobham 


JAZ: 4. It’s very likely. 2. Nobody knows 
yet - but hopefully cheaper than car- 

tridges. 3. It's looking very tasty and will appear 
at Christmas. 4. It doesn’t look like it'll appear 
officially in this country. 5. The one with the title 


VIDDITY 


Dear Jaz 

Please could you answer my questions or | shall eat 
my Super NES 

1. 1s Prince of Persia better or worse than Super Star 
Wars on the Super NES. 

2. Is Lemmings better on the Super NES or the 
Megadrive? 

3. Will there be a sequel to Super Mario Kart? 

4. Will we ever see Sensible Soccer on the Game 
Boy? 

5. Finally, why is it that whenever | wear my San 
Francisco 49’ers hat people shout at me? 

Andrew McLoughlin, Merseyside 


JAZ: 1. Worse. 2. They're akmest exact? 

the same. 3. Nothing's planneg vel Du 

really hope so - it could be MiggalM@en@eubt it, but 
we'll tell you if there is a version planned: 5, 


Because you look sad. 


JAZ: 1. You can use 

@ normal contro! pad. 

2. Read what | said earlier. 3. 
We didn't have one. 


| DIGITIGRADE_ 


Dear Jazza, Le Olde Mario Kart Champ 
Please answer my question 

1. As the Super NES is Dolby compatible (ie Like King Arthur's World, 
which can be channelled through four speakers), will Nintendo be sell- 
ing a four speaker output device, so users can make use of this cinema 
style sound? 

2. Will the Super NES CD ROM have a speaker output builtin, or will 
we have to buy a massive Hi-Fi to use as an amplifier? 

3. Will the UK Super NES CDROM be speeded up (17.5%) so that 
music CD's, cartoons and games can run at the correct speed? 

4. Will Nintendo make a switch so that the normal Super NES will be 
speeded up from 50 to 60Hz? 

Chris Woods, Plymouth, Devon 


JAZ; 1.1 doubt it - you need a proper pro-logic AV amp to 
make the surround sound work. 2. The sound will come 

through the telly, but to really appreciate it, you'll need to use a hi- 
fi system. 3. | doubt it. 4. No. 


A. “‘Donger! Danger! Help me Will Robinson!” 


Please could you answer my questions 
1. Ina magazine called Super Play, they had a spe- 
Cial previow of the Super NES CD. This was in their 
December issue, how come you haven't previewed it 
yet? 

2. On the TV programme Bad Influence, they said 
Mario Paint was being teleased on the 23rd of 
January. | went out'on the 28rd to see if this was 
true, Not one shop was selling it. Where can | buy it? 
Tom Chapman, Sutton Coldfield, W 
Midlands 


JAZ: 1. Firstly, they used very old pic- 
tures taken from a Japanese magazine 

which were drawings of what that magazine 
thought the Super CD mightlook like, and sec- 
ondly the much of the information contained in 
the article was speculative. We'll cover the 
machine when we have the real facts. 2. It’s out 
now - check out your local shops. 


‘Allfiwant to know, is American 
Gladiators for Super NES any 
good? And do you have any tips 
for Turtles in Time? 

Paul Hannon, Oxford 


JAZ: It's pretty good 
fun, but not outstand- 
ing. 


Dear Jaz 
| am soon getting a Super NES, 
but | am pains with the task of 
choosing a second game. | 
would be most gratified if you 
could guide me along this 
bumpy track. Thank you. 

1. Forget graphics, sound, pre 
sentation and lastability. Which, 
in your opinion is better in pure 
playability terms: Krusty's Fun 
House, or Lemmings? 

2. Now forget graphics, sound 
presentation and playability 
Which of the two games is bet 
ter in the lastability department, 
taking into account you may 
want to repeat the game once 
you've completed it? 


Ben Capewell, 
Cheshire [Al 


Dear Jaz 
1. What, in your view, is the worst software house? 
2. Every time | read the new NMS Q&A | see loads 


of really boring letters which ask the same boring 
questions, Which question are you most annoyed 


with? 
3. Do you still play with your NES at home? Mine's 
gathering dust in the cupboard. 


4. Will there be any more magazines from your crews" 


in the future? 

Thanks, and keep on with th 
mag. 

‘Martin Finn, Chiswick 


JAZ: 1. Without a 
shadow of a doubt, 


yian Tyler, Birchinton, Kent 
JAZ: To answer your first question (and 

“Wwhiatan old chestnut itis), no. 1. No 

«plans at present. 2. Zelda Ill. 3. Not telling. 4. Itis 

se true - they read it here first! 


Reelax Software. Who are 
they? Well, they produced 
three of the worst games I'v 


MORBIDEZZA 


How old is it? 
‘Will it be cony} 


i 


£ 


eee ate ta 


WALPURGISNIGHT 


Dear J Dear Jaz a ry 


Why oh why are there so many platform games littering our shelv Please could you answer these questio : 
With names like Pugsy, Puggsley’s and Bubsy, even the names are 1. Will my favourite arcade. ‘enuu rom Banf 
bacoming too similar. Is it because they are easier to pro come out on the Super NI 0 : developing it? 
gram? tt h 
David Skean, Pennth Super NES? 
3. Do you think it will bejpossibl or 
JAZ: No, it’s because people keep buying them. When arrives? Perhaps a Star Wars tril 
people stop buying them, software houses will be 4. can do Mario Circuit IN 66 ominor 
forced to program new and original games. | can't wait! boast) ¥ 


5. Why don't you update the Games Index 6 
Super NES games not in it? 

6. Will Lemmings 2 come out on the Super 
Mr Nobby Plops, Cheese City, Spangola 


JAZ:1. There's no sign of it at the moment, so dream on, 

matey. 2. Firepower 2000, Axelay and Space 

Megafortress. 3. It'll be perfectly possible, but whether or not it'll 
be done is another thing entirely. 4. Well whoopee-do. | can do it in 
51 seconds. (Not an answer, rfiore of a boast). 5. Check it out this 
month and see what we've done to this section of the mag! 


MANZANITA / 


Dear Jaz 
= ‘Would you please answer my 7, 
questions. F 
a : 2 1. Are there any good one-on- w\ oe 
‘one fighting games on Game 
' ? 


+" * “2. When is the Hyper Boy being 
eS + released in Britain? * 
. _ 3.Are there any good basket- 
ball games on Game Boy? 
tan Williams, Tilehunt, 
<.——__ © I Reading 


™~, 


FOSTERS OUTFITS 


Dear SEAL 


Thanks a lot, friends! The 6th of 
December 1992 will go down in 
history as one of the greatest days 
I've ever had! Gamesmaster Live 
was the most brilliant exhibition | 
have ever been to! I've had the 
chance to meet you all, and the 
chance for Tim, Jaz, Paul Rand 
(CVG) and Richard Leadbetter 
(Mean Machines Sega) to sign my 
programme - and to get them to 
pose for photos. Actually, they 
came out a bit turdy, with the 
photo of Booney looking like a pic- 
ture of a living blob (no offence, 
Tim!). Still, never mind - it was a 
great laugh! Thanks for sponsor- 
ing the event, and also for 
Hewland for creating 
Gamesmaster in the first place - 
didn't you do well! 

The show was a wonderful start to 
my festive season, which included 
Coventry stuffing Liverpool 5-0 
and having my letter printed in 
NMS 4. My main point for this let- 
ter, though, is a critique of the 
Children’s ITV show, Bad 
Influence - or Sad influenza as it 
should be known. Here's what | 
reckon of its many parts: 


1. Andy Grane: Mr Crane makes 
an admirable effort and is the best 
of the lot, but | cannot shake off 
the feeling that Edd The Duck is 
nearby! Nice try, Andy, but next 
time concentrate on a topic you 
know something about, 

2. Violet Berlin: Oh heck! Dragged 
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out of some obscure BBG nature 
programme, it seems that she 
hasn't got a cluesHer hai 


the bee's at playing games. 
4. Z Wright: What on Earth does 
vn id gage ro Knowledge 
ing ee Games’, 
er ght just ae Knowledge Of 
Anything Whatsoever’? 
5. The Reviewers: OHpFOR 
GOD'S SAKE! Kids as reviews 
ers.... KIDS? DO ME A FAVOUR! 
They're tog fickle, and when they 
offer theifopinions, they're still 
playing the games! Surely con- 
centrating on their review is more 
important? Also, why do they all 
sound so brainwashed -| think we 
should be told who is turning 
these kids in zombies. Also, the 
star-based scoring system should 
be replaced by a more detailed 
percentage system, 
6. Databiast: Or whatever this'Bit's 
called, Not really applicable tome 
as | haven't got a video recorder! 
7. The Producers: Yorkshire TV - 
the home of Emmerdale. ‘Nuff 
said... 


Overall, Bad influence is a good 

idea, but badly implemented, but 
Gamesmaster still rules as far as 
im concerned. in addition, a quick 


Mention should go to Gyberzone 
on BBC2 - especially to Craig 
Charles - any chance of a Game 
Boy game based on it? 


Ed Burek, Coventry 
‘SEAL: Yeah, | can't say we were 


that Impressed by it either, but 

it's) if as bad as that pil- 
tthe curly hair who 

r links for Children's 

Iv. did they dig him up 


from? He must be more pro- 
duce from Emmerdale’s cow 


SUEDEHEAD 
HAIRCUTS 


Dear SEAL 


On Saturdays, | usually meet my 
‘mate at the local arcade so we 
can feed the SF2 CI 

Edition with a few quid. 
ticulanaftemoon, my Dad’ 

me off. and, aS | was about to 
enter, | noticed my mate's new 
bike outithe front. For a laugh and 
because I'm a git, | wheeled it 
round the back so that he'd think 
someone had nicked it. | then 
went in to. meet Ben who was 
leaning against the World Heroes 
machine. | couldn't stop grinning, 
though, and eventually | told him 
what I'd done and he went to 
check on his bike. 


Several minutes later he returned 
with a bulge in his pocket, from 
which he pulled a ten pence piece 
which he threw, Shuriken-style at 
me. A small explosion and a 
sound not unlike a milk bottle 
smashing then 


apologetic 
swear word follows as 
we realised that, of all the twenty- 
two machines in the arcade, he 
had smashed the new Golden Axe 
3 machine. It’s a good job that the 
arcade owner was such a fat git 
as Ben was miles away before he 
could catch him, but he passed 
me a message that if | ever saw 
the rotten so-and-so (well, words 
to that effect), to tell him he was 


going to tear of his head and do something revolting 
down his neck! He was awully nice about it, wasn't 
he! 


Esso, Gwynedd, 


SEAL: |'m sure there’s.a moral in there somehwre, 
but it certainly gave us a laugh, 


‘LL FIGHT ANYBODY 
FOR A TENNER 


Dear SEAL 


We are writing to say what a pleb Gary Harrod is. We 
think he is a big-headed gimp who should be shot in 
public. And even if the tickets cost £1000 a go. we'd 
still be first in the line. We would have liked to be 
able to say how much we enjoyed the SF2 video, but 
the interference throughout bugged us beyond belief 
- and yes, by interference we mean Gary Harrod. It's 
obvious Harrod is cack at Street Fighter, and if he 
says otherwise we'll come down and beat him up. As 
a result of our hatred, we are now in the process of 
starting a Radion fan club and we were going to grow 
our hair like Rad's, but we'd get thrown out of school 
if we did. If we do form such a club, will Rad be our 
chairman. Finally, we'll sign off by saying that Gary 
Harrod’s beard is crap and that we, too, used to like 
Hopscotch until we found out it was Harrod's 
favourite game. 


Chris and Ben, Dundee 


SEAL: Gary declined to answer your plentiful insults 
but then again he was in the process of ordering two 
life support machines to be sent to somewhere in 
Dundee. 


DRUNK AFTER 
THREE PINTS 


Dear SEAL 


In Japan; there is a converter and a disk drive 
which is used to convert cartridge games over to 
disk. These games thenicost 
80p.a’disk, making them 
extremely cheap. Will this be 
available'in the UK or the 
USA? 


Chris, Exeter 


SEAL: It’s called the 
Magicom and it's also extremely 
illegal. Piracy is a big enough 
problem, and one the Nintendo 
market can well do without 
Nintendo are in the process 

of cracking down on such 
units, and it's very doubttul 
that it will see the light of day 
‘over here. 


CAN'T GET A 
PROPER JOB 


Dear SEAL 


| don’t buy your magazine very often, but | did buy 
issue 5 and a certain Kevin Latham really P’ed me 
often. There is absolutely no need for an Atari VCS 
owner to be jealous of a Super NES owner. | own a 
Megadrive, an NES, a Game Boy and a VCS - and 
it's the VCS | play the most. Why? Because its 
games are playable and addictive, that's why. For 
the price of the abysmal Guntorce, | bought my 
entire collection of VCS games. This includes at 
least twenty-six arcade classics which, although 
they may not look up to much, all feature stunning 
playability. Also, if the Super NES is still having new 
games released for it fifteen years after its launch, 
then | will be truly amazed. As for David Smith say- 
ing that games like Sonic and Street Fighter are far 
more playable than any other titles, then | have to 
ask: ‘why am | still playing Asteroids, Missile 
Command and the like TEN years after | first bought 
them? Sonic bored the crap out of me within two 
hours, and | gave up on Street Fighter after | had 
wasted forty pence on it, | am still looking forward to 
the future, but there is no shame in playing my so- 
called ‘sad, early 80s console’. 


Martin Watson, Hereford 


SEAL: Oh great, we spend alll that time avoiding ‘my 
Super NES is better than your Megadrive/ Amiga/ 
Dragon 32, ete’ and someone goes right back to the 
dawn of time for another argument. What next? ‘My 
Psion calculator pees all over your Kray 2?" 


AT LEAST 
I'VE GOT 
A GUN 


Dear SEAL 


| am writing to complain about two 
letters in your sixth issue. Chris 
Milbourne’s letter complained 
about the SF2 video, saying that 
he expected to see ‘every move, 
every kick and punch explained 
before your eyes’ and that he 
spent two quid on a short twenty- 
minute video. Well, I'd just like to 
say that your video was brill and 
helped me a lot, and it helped me 
complete the game as Guile, 
Chun-Li, and Ryu - anyway, what 
does he expect for two quid! 
Normal videos cost thirteen quid 
for roughly an hour and a haif, so 
two quid for twenty minutes is very 
reasonable. So next time you 
want to jump down someone's 
throat, Chris, think first! 


My second complaint is about 
Thomas Eliot's letter. he starts by 
slagging off the English version of 
SF2 , and criticising its small 
screen. | think this narrower 
screen is great as it means that 
more of the scenery is visible, and 
that the game is graphically 
arcade perfect, | don't normally 
write complaining letters, but | had 
to this time as these guys really 
P'ed me off 


Philip Cheung, Morden 
‘SEAL: I'll tell you what, we organ- 
ise the rendezvous, and you can 


scrap it out whilst we watch and 
jeer. 
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INTER ACTION 


Boe I LES 


GOES HOME TO ‘ 
MUM AT WEEK- s ased recreation ofthe 
ENDS = : sf 


Dear SEAL 


| would like to say that | have never seen anything 
0 disgusting as Andy McVittie and Steve Merrett 
wearing underpants over their trousers (see 
January issue 4 page 5), or you revigwing games 
that are a load of rubbish for instance Road Fighter 
NES's state of the art rubbish. As | have subscribed 
to NMS | hope to see something better. Please write 
back and tell me what you think 


PS So-called “Tigger” from the Nintendo Fan Club 
System looks like my cat who went missing in July ‘92. 
My favourite game is Steetfighter 2 which | completed 
on my first go on level 7. Please also could you get me in 
touch with anyone who likes it for instance Jenny Kong if 
you could contact her and give her my phone number we 
might be able to play it. Please please please respond to 
this letter | would be most grateful as | am loyal to NMS for 
having a good magazine. | want a bigger challenge than. 
Gary “dumb, thick, rubbish at Streetfighter 2" Harrod | mea- 
sured that | would beat him with Dhalsim with 96 seconds left 
Harrod wherever you are | am ready for you attack me if you 
dare | will crush you so get lost you can't compare with my 
powers. Seeing you in action is a joke. 


Rowan Callaghan, Stockport, Cheshire. 


SEAL: What are we? A dating agency for the Sad At Heart? 
“Hi, 'm Rowan and my hobby is reciting Streetfighter catch- 
phrases until someone hits me.” And as for your first com- 
plaint, just be thankful Andy and Steve left their kecks on. 


IGNORED BY OLD FRIENDS 


Dear SEAL 


In issue 4 of this magazine you 
said we were allowed to tell you 
what we love and hate about this 
mag, so here it goes: Firstly, I'd 
like to say how you vary your 
mag, like one week you put a 
game(s) of the month bit in the 
editorial, and then you put a fan= 
club bit in stead. Secondly your 
printers gone blaagh-blaagh, 
because there are at least ten 
mistakes in just the news section. 
Now onto the good stuff, the Mag 
is the best, and that's basically all 
can say about it apart from you 
could do a “GOLDEN OLDIE” 
Spot were you could review all the 
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old games like Super MARIO Bros 
1.2, 


Now to advice, your advice this 
time, DO A NHS ON SUPER 
MARIO KART, | know you've 
already, done one on it but | know 
someone who has it and doesnit 
have the mag you did it in, and. 
this time do every track and every 
cup. Could you also do a NHS on 
Streetfighter 2 and Super Mario 4 
Could you also put a audio cas- 
sette free with the Streetfighter 2 
music it on it as some of us don't 
have a CD player 


Paul “The King” Adams. Chiswick, 
London 


SEAL:Why of course we'll 
reprint the Mario Kart guide, oh, 
and tell you what, we'd better 
reprint the Crash Dummies 
review because | hear Barry 
Hairline of Brighton missed that 
issue. Ooh, and what if Pope 
John Paul missed our Felix the 
Cat cover issue? We'd better 
reprint aif of that one. And don't 
worry about the Streetfighter 
CD, of course we'll put a cas- 
sette on the front. And a 78 
RPM vinyl record as well for 
people who've only got old 
gramophones. And if you 
haven't got one of those we'll 
come round to your flaming 


LOSE LEGS 
AT TWENTY 
ONE 


Dear SEAL. 


| had just started reading issue 4 
when | stopped dead at the first 
item in.the news section. A Lobo 
game? On the Super NES? My 
eyes must be playing tricks. | 
love this guy. | just hope 
Ocean have enough guts to 
make a game that has 
‘enough splatter action to 
Suit the fans of The 
Man. Otherwise he'll have 
tocome around and root. 
about in their stomachs for 
them. Now | hope some- 
one from Ocean reads 
this as | have a few sug- 
gestions. Firstly it 
should be a beat ‘em 
up. A plotline that 
starts off with Lobo 
fragging Gzarnia 
leading up to him 
rescuing his fishies. 
Several guest 
stars would be 
appreciated too, with the 
likes of Vril Dox, Guy Gardner. 
Loo, God's assistant, Santa, 
Darkseid, Demon and Superman. 
Remember Lobo doesn't care 
who he fights, he can certainly 
kick Superman's butt. His special 
weapons can be his trusty chain 
and hook, a rather big knife, a gun 
the size of a Sumo wrestler 
Santa's killer penguins, Santa's 
gorilla and Lobo's bulldog. Have 
bonus stages inside pubs where 
you have to cause as much dam- 
age and drink as much booze as 
possible. I'd kill to be involved in a 
project like this. Until this game is 
‘made I'll be playing it in my mind. 
See ya. 


Gavin Keep, Broadford, Victoria, 
Australia 


SEAL: Step forward one case to 
prove that video games do rot 
your brain. | doubt we'd wit- 
ness such nihilistic fervour if 
other comics characters such 
as Lord Snooty or Biffo the 
Bear were converted to car- 
tridge. 


PRIME 
CANDIDATES TO 
JOIN DATELINE 


Dear SEAL 


RITUALISTIC 
BEATINGS 


Dear SEAL: 


| think gamers now are being persecuted. For 
instance, last night there was a World in Action spe- 
cial on computer games and their effects on kids. 
Alter reading your excellent piece about the links (or 
Not, as the case may be) between computer games. 
and epilepsy | was looking forward to a balanced 
documentary with the Epilepsy Foundation quashing 
the rumours once and for all. Instead | watched the 
whole video games scene being publicly crucified by 
‘a number of “experts” who had no real evidence to 


| bought my son, wha is fifteen, a Nintendo for 
Christmas, with two games: He had a game called 
Ultimate Air Combat which was also a present. This 
game broke up into what ! would call typewriter gib- 
berish. 

This was returned to Woolworths and exchanged for 
another, which also went wrong, as did the third. 
Woolworths were very good and exchanged it for 
another game, Terminator 2, and this did the same. 
Woolworths (who | have no complaint about) stated 
that they would not change it until the Nintendo was _ back up the wild claims they made that linked games 
checked, but as the other games played on it fine | with aggressive behaviour, stunted learning, antiso- 
don't see any need to do so. Have you any sugges- _ cial behaviour, cancer, rabies and hair loss! Nintendo 
tions or have any of your readers had the same prob- and Sega were represented by two very smart 

fem? And where do you go from here, as these Americans in plush surroundings, making them seem 
games are expensive and | for one feel as though | _like the slick corporate raiders coming to take over 
have been conned. the world and enslave the kids like the Pied Piper of 
Hamelin! There was not a single member of the con: 
sole press on the show, and the Epilepsy Foundation 
wasn't represented at all, despite the long rant they 
went into about it. Now the government are probably 
going to impose restrictions on the games, meaning 
we'll all have to play “Happy Smiling Flowers” and 
‘Vicar Makes the Tea” instead of the latest arcade 
conversions. Most people | know relieve their frustra- 
tion by having a quick blast on a shoot’em up. After 
ten minutes of guiding 


Mrs E Allenden, North Walsham, Norfolk 


SEAL: Well, it really does sound like your 
Nintendo's up the swanee. I'd take it back tothe 
place you bought it from and get it replaced. This 
‘shouldn't cost you anything as the machine 
‘should still be under warranty. 


SOGGY BISCUIT 


Het antwoord, 


some slap-headed 
cleric around the 
kitchen I'd be much 
more ready to go 
out and hit some- 
‘one than if I'd 
been able to 
blast a few car- 
toon aliens into 
oblivion. | reck- 
on everyone 
‘ought to write 
to ITV and 
complain, 


De voetballen die geen goal 
hebben gemaakt, omhelzen degene 
wel un goal hebben gemaakt 


PS Ik ben belgisch dus ik kan geen 
Engels 


Unintelligible Signature, Somewhere in 
Belgium | Should Imagine. 


SEAL: Who exactly won the war any- 


way? Simon 


Walbrook, 
Brighton, 
Sussex 


JUST LEARNT 
TO SPELL 


Dear SEAL 


Please answer my question because | 
have written in before but you 
have not answered them 
Anyway | have a disgusting little 
cousin who owns a Megadrive 
and four games, he is an absolute 
snot of a cousin please help me how 
how to deal with him? 

PS | went to the newsagents and looked through the 
GamesMaster magazine tis absolute cack 


SEAL: Playing 
games is like any other 
hobby, if you let it take up too 

much of your time you lose out 
‘on other things. Spending too much 

time at the joypad isn’t great for you, just 

as spending too much time watching TV isn’t a 
top quality idea, but video games are certainly no 
more dangerous or addictive than any other 
enjoyable pastime. It’s just sad that this now 
hugely popular scene is being made the scape- 
goat for everything from a year of poor perfor- 
mances at schools to Wagon Wheels not being 
as big as they used to be. 


A.Luke hunter's version 
of Balrog has a leg graft- 
ed on as an arm. 


‘S Pervaiz, Southall, Midax. 


SEAL: The solution is simple. Have a few goes of 
Streetfighter 2 in front of your parents whilst talk- 
ing about flower arranging and such. Then foam 
at the mouth, go round to your cousins hou: 
stab him to death and blame it on the games, 
which is what everybody else seems to be doing 
at the moment. 


PATHETIC 
BUM-FLUFF 
‘TACHES 


Dear SEAL 


1am writing forask your views on 
copying machines and other pira- 
cy devices. | myself own one as 
do a few of my friends and we're 
bloody annoyed with people whin- 
ing Oh about how they destroy the 
software market and force the 
Price of the games to go up. The 
big question is who's ripping who 
off? Nintendo try to justify their 
prices by saying that the carts 
contain all kinds of special chips 
and processors, if that is so how 
come the games cost around £10 
to make and sell for around £40- 
65? Someone is making a big 
profit somewhere. | know you will 
blame the retailer for taking a 
large slice of the profit, so why 
don't Nintendo open their own 
chain of shops and cut out the 
middle man, That way their 
games could be sold a lot cheap- 
er. Nintendo are taking the public 
for a huge and expensive ride and 
| know that I'm not the only one 
who realises it. If people refused 
to pay the prices Nintendo would 
have to reduce the cost. Being the 
official in-Nintendos-pocket mag 
I'm sure you'll be able to answer 
this question, although you proba- 
bly won't print it, or avoid the point 
of the question with loads of tech- 
nical jargon. It's about time people 
knew the truth about these prices 
and I'm relying on you to tell 

them. 


Graham Cook, Bootle, 
Merseyside, 


SEAL: We don't have to wait for 
the “moral majority” to get 
games banned, pin-head 
pirates like you are all ready to 
destroy the industry your- 
selves. Yes, Nintendo's prices 
are unfair and should be cut, 
after all the average cart price 
in Germany is around £35, even 
for the newest titles. Still, that 
doesn't justify your pathetic 
theft. The less software sold, 
the more Nintendo have to 
charge to stay afioat. Witness 
what happened with the ST and 
‘Amiga markets - just about all 
you can get for those comput- 
ers now is low-quality budget 
titles and re-releases. And 
why? Thanks to halfwits like 
you. Copying devices are very 
illegal and completely amoral, 
plus if Nintendo ever caught 
you with one you'd probably 
never finish paying off the court 
action they'd take out against 
you, Oops, we've printed your 
address... 


59 NINTENDO 


ATTENTION! 


The Doctor is in, and he recommends 
AMPUTATION! Cut off all those ugly, embar- 
‘assing lame bits that make you lot the sad 
gamers you are. This month we have the final 
part of our Zelda guide, assorted tips and an 
all new section for your aid 


SUPER NINTENDO 


THE LEG-END OF ZELDA 


The treatment is almost complete. The patient is 
starting to show signs of recovery at last. 
However, | fear we may still need some minor 
surgery - just fo tidy things up you understand, 

So join us, friend, as we embark on this, the 
FINAL and DEFINITIVE guide to Zelda IV. Lie back 
and relax, you won't feel a thing! 


TIPS AND TACTICS 


Once again it's that time of the month where we 
visit the NHS apothecary and open up his bulging 
bag to select various tips, cheats, codes and cure- 
alls to help you, the ailing reader, in your sham- 
bolic attempt at games-playing respectability 
lear it may be to late for some of you, but for 
those of you still with a slim chance, prepare to 
take your medicine. 


WILL YOU EVER..? 


AXELAY/SPACE MEGAFORCE 


Will you ever reach the end? Well if you're read- 
ing this then probably not. Still, everyone has got 
fo have a dream. So read on and marvel at the 
true MASTERY of Dr Gary Harrod as he examines 
his first patients who are having trouble with the 
final bosses on Axelay and Space Mega Force. 
Oh dear. How sad. Never mind. 


NINTENDO 60 


GAME GENIE CODES 


More, more and still more Game Genie codes for NES owners 
courtesy of Hornby Hobbies! Not to worry, though eh? 


SZNYAEVK: Infinite lives for player-one. 
SZNNIEVK: Infinite lives for player-two. 
GXKSOIST: Infinite energy for player-one. 
GXVIKST: Infinite energy for player-two 


Thanks to the elusive Karl Pepp-somethingoranother of some- 
where he didn’t feel fit to tell us, we no longer need to play the 
game through to watch the end sequence. Instead, just press but- 
tons A, B START and SELECT and enjoy. 


LUXKIETO: Stort tone to 59. 
GOXKYEZA: Stort lasting power to 20. 
GEUGZATE: Start with more energy. 


SUPER NES 


/CASTLEVANIA IV 


“The spirit of Dracula transported this list of Action Replay codes 
for Castlevania IV to us whilst we slept. Us, sleep? The mysterious 
Nosferatu send us a list of codes? Of course not, so who did? 


7£007C05: For infinite lives. 

JE13F410: For infinite energy. Whilst this cheot is active Simon 
Trefoins his whip, weapon and hearts after dying 

JEI3FO45: For infinite time. 

I7E13F299: For infinite hearts. Make both this code and the one 
‘above if inactive at the end of each level 

7EOO8EO1: Always keep the dagger 

_TEOO8E02: Always keep the axe. 

7EQ0BE03: Always keep the holy water. 

JEQOBEOA: Always keep the boomerang. 

JEOO8E05: Always keep the watch. 


GAMEBOY 


DR FRANKEN 


What do you know, there is life after Game Genie codes! The 
heroic Andrew Ferenbach from Edinburgh compiled these level 
codes for Elite’s Dr Franken. By the way, the reason for the lack of 
codes up and above 76% is that saves cannot be restored beyond 
that point. 


The Codes: 

58%: X3M7D NJ24L X22CG 

60%; 23M75 N325L X26CO 

72%: MIS3L Y775N F2688 (In possession of the Well key) 
76%: 23M4T VV15N FY288 (In possession of Bitsy’s head) 


KIRBY'S DREAMLAND 

According to Matt Snoxell there's an Action Replay code which 
mokes this little fellow invincible and it’s this: 010686D0. While 
he's at it, how about infi 

him. 


MEGAMAN II 

For limitless energy and infinite lives, type in these codes respec- 
; OB9BDOCF & 0102ESCF. At least that’s what Matt Snoxell 

might have us believe. 


STAR TREK 25TH ANNIVERSARY 


Space....for a few Stor Trek codes from Adam Miles we reckon. So 
here you go: 

Level One: 0523.4 Level Two: 4262.0 Level Three: 
6841.2 Level Four: 3310.7 Level Five: 7057.3 Level Six: 
6046.2 


SUPER MARIO LAND II 

So, play weird games would you? If that's the case then try this 
cheat for Super Mario Land Il. Press DOWN and SELECT together 
then LEFT and SELECT or RIGHT and SELECT together. Lastly press 
UP and SELECT together. This starts a silent demo running that has 
a short time limit, after which nothing happens ot all and the 
Game Boy needs resetting. This oddity was discovered by Benjamin 
Kennish from Aldershot. Hos anyone else discovered something 
like this? If so, send it in! 


MEGAMAN 


030095FF, Replacing the second zero after the three alters the 
stage number. 


JACLIOS 


teresting things the)conventional way. C'mon peeplé), 
something in 
Secret power- 


CRASH DUMMIES 

This one’s not so much of a tip but a curiosity, Daljeet Sran discov- 
ered that, when pushing UP, DOWN, LEFT and RIGHT on the D-pad 
before the title sheet, a password screen appears. The problem is 
that he hasn't quite discovered the purpose of this and we're 
blowed if we know what its purpose either, especially when the 
game doesn't use passwords! Should anybody discover some com- 
binations of numbers that serve any purpose write in and let us 
know. 


ACTION REPLAY CODES 
Robert Morrison found more than one more reason to dabble with 
Datel’s Action Replay cartridge. Here are his codes for a few Game 
Boy titles. 


BAD 'N' RAD 

0€919CC7: Messes up the music in level one. 
OC4F9EC7: Messes up all the music. 

0C5983C8: Plays the music with a different instrument. 


EXCLUSIVE GAME BOY, 
GAME GENIE CODES 


Lucky us and fortunate you for Mark Stoneham, of Game Genie 
Helpline fame, has honoured us with a rather large list of Game 
Genie codes for the Game Boy. 


ASTEROIDS 

#003 83F 3BE: For infinite lives 

#003 9CF 3BE: Rocks pass through the ship unless it moves from 
the centre of he screen 

#03F 19C £62/ 04: Start on level 3/4 

#00A 7ED 3BA: No extra rocks as the game progresses. 


BATTLETOADS 

#007 C2E 3BE: For infinite continues. 

#FAC CAF 4C1: For infinite energy, although i 
against the last few end of level bosses, so use it 
with the infinite lives code. 

#FAD 918 ACI: Keep hold of the axe after a loss of life. 

#007 BOE F71: For infinite lives. Use in combination with the infi- 
nite energy code. 


isn’t effective 
combination 


CRASH DUMMIES 

#082 A9F F7E: Start the day's work with eight lives. 

#001 3EC E6E: For infinite seconds on the timer. 

#00B O0A 195: Slick or Spin may pass through fire unscathed 
#851 49C E64: Earn more cash for each hit. 


NINTCNUU HELE gral tll 


Here it is! The last part in an epic saga that has threat- 
ened to overwhelm NMS forever. For the last three 
months life.as we know it has all but ended at NMS 
Towers while our brave adventurers explored the won- 
ders of the legendary Legend Of Zelda. But this is defi- 
nitely the last delve into the game, so share the laugh 
ter, tears and euphoria of victory over Ganon. Just one 
question remains « what do we do now? 


= = 
THE BOOK OF On the seventh level Agahnim 
waits. He isn’t much more dif- 
ficult than the first time, but 
¥ requires a bit of patience. 


Agahnim now creates two 
Phantasms of himself, which 
cannot be harmed by your 
attacks. Their magical blasts, 
however, 


FINAL BATTLE? — a 
| ae ee 


After you have destroyed the 
Trinexx monster at Turtle Rock, 
the last crystal tells you to head 
for Ganon's Tower, to begin the 
final battle. Once there you are 
able to breach the magical barri- 
er with the aid of the seven crys- 
tals. But before you do, consult 
the checklist to make sure you 
are fit for confrontation. 


CHECKLIST 


You should have: 
1. A Tempered sword. 

2. Four Life and Magic potions. 
3. Blue Mail (Red is found inside 
the Tower), 

4. Mirror Shield. 


‘vo ld tha Bed ale 
sei ovides tua batter 
ot etipn time=the Pex 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


NINTENDO HELP SYSTEM 


THE FINAL BATTLE 


Your final match with Ganon 
fokes place over four stages, 
in the centre of the Pyramid. 
At first an outraged Ganon 
spins his trident and throws it 
at you. The trident travels ina 
wide arc, ond is quite easy to 
avoid. Use a spin attack 
against Ganon os he materi- 
alises. 


And enraged Ganon changes tacties. He launch- 
es 0 spiralling fire demon, whilst warping across 
the screen. When he forms briefly, strike him, 
again with the spin attack. He then jumps, caus- 
ing the outer layer of the floor to collopse. From 
now on stay clear of the edge! Falling down 
‘means leaving the Pyramid by a bottom exit, 
and having to restart the final battle again! 
Avoiding the spiral demon isn’t too difficult, but 
remember its flames linger. After the entire 
outer layer has fallen, you're nearly home 


After five hits, Ganon pro- 
duces ¢ circle of flames which 
surround him. After o couple 
of seconds the circle expands 
10 fill most of the screen, then 
shrinks back. When they next 
expand, they transform into 
fiery bats which fly of Link 
This attack pattern is annoy- 
ing, but manageable. When 
the circle expands, stay close 
to the outer edge, and follow 
it back in, striking with a spin 
attack. Also notice that the cir- 
cle isn’t centred exactly on 
Ganon, but is slightly off cen- 
tre. It is possible to strike him 
from the off-centre side with- 
‘out incurring damage. When 
the flames transform into bats, 
keep moving in a straight line, 
and they should fly past. Do 
this five times 


Ganon becomes invisible, and 
the rooms dims. Using the 
Flame Rod or Torch, light the 
two torches to make him 
appear. He fires a straight-fly- 
ing flame demon, but this eas- 
ily avoidable as long as he is 
kept visible. He is only vulner- 
able briefly, and must be 
struck with @ spin attack 

Then, for a brief second, he 
turns blue, signifying his 
moment of weakness. Launch 
one of your silver arrows at 
him. Do this four times and 
you will have destroyed 
Ganon, and finished Zeldo III. 


GANON'S WEAKNESS 


Before you jump headlong into the Pyramid, 
consider Ganon’s single nemesis, the silver 
arrow. The way to turn normal arrows to silver 
lies in collecting the Super Bomb from the 
bomb seller at the heart of the Dark World, 
where Link’s would be in the Light World. The 
bomb lets you break the crack in the side of 
the Pyramid, and the fairy within converts your 
arrows for you. Now you are ready- 


<_< ee ee 
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FINAL QUESTIONS, Fi 


Mive See HOW DO I GET THE 
rd 
I’M STUCK IN THE FLUTE? 
DARK PALACE! You first must travel to the Dark 


World, and go to the place which 
Eat GIRUGTON SIS resembles the Haunted Grove in 
a the Light World. The boy won't disappear. Instead : : 
statomentl However, I think find- ie he you a shovel, Use this to Se un the flute in 
ing the Hammer will solve most the Haunted Grove of the Light World. Bring it back SSS 
of your worries, Itis to be garnered from a chest ja him ond he finally goes to rest os a rather sed 
sticking out into the Abyss in the top-left corner of 


the Palace. Reach it vio the dark maze room found "°* 

at the end of the long disappearing bridge. From 

the dark maze there is a secret passage which HOW DO I REACH THE 
leads back out to the bridge room. Use the torch to HIGH LADDERS IN THE 
reveal the crack and a bomb to open it. 

Phew! Still listening? Now use the Hammer to beat SWAMP PALACE? 
any of the strange obstacles with faces (they are 

actually stakes) which block your way. Also use the Lateral thinking required here! 
hammer outside to beat in wooden stakes. The corridors of the Dark World Palace is dry, those 


of the Light World are not - so go back to the first 
room of the Light World and turn the capstan. 
When you return to the Dark World (using the 
nearby warp at the swamp statues) the corridors of the Swamp Palace 
will be filled with water, and you may swim to new levels. 


HOW DO I GET THE CRYSTAL IN 
THE SWAMP PALACE? 


The boss of the Swamp Palace lies in a complex of 

rooms located beyond the chamber with the three 

waterfalls, The 
entrance to this complex lies 
behind the far-right waterfall. 
Just walk on through. Before you 


I'M STILL STUCK IN THE _ foce the boss it is essential to 
DARK PALACE! pick up @ new weapon called the 
- Hook Shot. You find this in the 
large centre chamber of the first 

Lumme! Do you want this spelled basement, and you need to 
out? If you have the hammer you understand how it works to leave 
want to head forthe dead-end —_—_that room by the right exit. 

with the Cyclops statue. Just shoot him in the eye 

with an arrow, and get on with the blinking game! 


Ser 
HOW DO | GET THE 
FOURTH CRYSTAL? 


This crystal lies in the far 

Northwest of the Woods. To enter 

the final chambers you need the 
Flame rod to burn the skeleton creature that marks 
the entrance. The rod is locked in a large chest, 
reached by pulling the left most lever in the room 
to the north of it, to flatten the wall. 


NINTENDO HELP ovolen 


WHERE IS 
BLIND? 


Blind is disguised as o little girl, 

held in the deep dungeon of 

Gargoyle’s domain. The domain 
lies beneath the statue at the heart of the Village 
of Outcasts, and an entry must be forced with a 
bomb. To see the real Blind, lead the girl into light. 


HOW DO I GET INTO 
THE ICE DUNGEON? 


Use the warp tile on the island of 

the Light World, to get into the 

Ice Dungeon compound. Make 
sure you have the Bombos medallion first. 


WHERE IS THE 
ENTRANCE TO MISERY 
MIRE 


The entrance is revealed by rais- 
ing the:-Medallion of Ether on the spot marked with 
the same symbol. Inside the Misery Mire, you must 
light the four torches near the room with the lattice 
floor to proceed 


HOW DOI ENTER 

TURTLE ROCK? 
Briefly, cross the bridge on Death Mountain with the Hookshot. Once 
at Turtle Rock use the mirror, and climb up the mound. Hammer the 


stakes in the order; right, middle, left. Go through the warp, and use 
the Quake 


r| Medallion on 


the symbol 


Stuck in a Nintendo game? Call the offi: 


TOF B | = DIEAD 
THE NEW TRIFOR 
The evil is conquered, the door of the Pyramid 
crumbles to let the Hero come into the pres- 
ence of the Tri-Force. On an altar, surrounded 
by stars, and glowing with celestial power, the 
three elements of the mystical power come 
together, and present o trembling Link with 
this message: 


ri ., kt 


ce A 


l The Triforce is waiting For 


new owner. Its Golden Powe 
i your hand: 


3 


Link closes his eyes, trusting’in the calm voice 
that emanates from the Triforce. All he has to 
do is dream of past glories, and will them to 
come true. His first thoughts are of Zelda and 
her father, the King of Hyrule. In his mind's 
‘eye he seas his triumphant return to the 
Palace. Then, he thinks of his friends: 
Sahasrahla, returning from exile, The 
Mountain man, the holy man who he had 
found dead at the Sanctuary, now restored to 
life. Then his thoughts turned fo the many 
people whom he pitied throughout his adven- 
ture, including the poor piping boy; now he is 
happily restored to life. Many of the places of 
Hyrule are now safe and cleansed of evil, os 
Link’s view finally settles on the Master Sword, 
returned to its quiet grove, at peace forever 


Fae eg a | 


Lee el 


THE END? 


NINTENUY neLT vroltll 


Dark Empire himself. Blast t c sare ° central eye 
liful flying is 
pon here 


Des 
Ugh! The Master 
Neither attack one 


Sensing defe 
Dark Emperor 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


NINTENDO HELE pet 


EACH THE. 


SPACE>ME GAF ORG 


How do you restore peace on Earth with only | 
It's as simple as this = Just. take the = all 
game surgeon Dr Harrod twice daily after meals... { 


a 15001 T soem | 


RACE 
MIEGAFORCE 


mysterious object lies the Evil Enemy! 
horror as it forms in front of 


Deep inside 
Look upon its 
very eyes, Gumph! 


Blast the clones’ heads to destroy them. The destruc 
tion of several clone: the ‘real’ Evil Enemy to 
ell and attack! Schleng! 


king several hi shelter 
|. Keep blasting the clones untill his pink 
head reveals itself again. 


The Evil Enemy has only one head but is able to creat 
horrfically realistic duplicates with which to attack you 
mpt fo ram your ship, Schloop! 


The Evil Enemy attacks 
t avoid. Shoot his pink head but 
‘any nearby clones. Yaroiinks! 


Kablooey! The Evil Enemy cannot 
nous assault and implodes with a terrific 
explosion. Hurrah! 


RELEAS 
TBA 
CONTROL 


JOYPAD 
GAME DIFFICULTY 
EASY/AVERAGE 
CONTINUES 


NA 
SKILL LEVELS 

ONE ; 
RESPONSIVENESS 
fi 


IR 
1ST DAY SCORE 
PLAY FOR MORE THAN TEN 
MINUTES 


ORIGIN 

Converted from Epyx’s PC origi- 
nal, California Games II suppos- 
edly offers all the hipness asso- 
ciated with Californian beach- 
life, Hmmmm... 


THE GAMES 
THAT PEOPLE PLAY 


D ieee ED Gomer 
Nt 
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The ‘Games’ series from 
Epyx ranks among my all- 
time favourite titles, and 
hopes for a Super NES con- 
version using Mode 7 were 
very high indeed. Ooops, a 
bit of misplaced optimism 
there, methinks. Make no 
mistake, California Games 
I ranks alongside Crackout 
and Road Fighter as one of 
the worst games to grace any Nintendo 
console - ever. For a start, one of the best 
things about the old C64 games was that 
the events required genuine skill and the 
player was duly rewarded by saving their 
all-time bests to disk. Cally Games II, how- 
ever, features events which Helen Keller 
would sail through and there’s not even a 
battery back-up save device to prompt a 
few minutes’ more ploy. It’s a rather 
uneven game, too. For instance, the jet-ski 
event uses Mode 7 to update its track and 
this is worthy of attention, but the only 
other 3D section in the game - the skate- 
boarding - reverts to bitmapped updating, 
and the result is one of the most unconvinc- 
ing 3D sequences since Time Tunnel was 
taken off the telly. | really cannot sum up 
how much I detest this game. Everything 
about it - from the limited gameplay to the 
false trendy phrases (a definite case for a 
‘hip’ replacement) - is abhorrent, and 
California Games I is best avoided like the 
proverbial plague. It’s a real pity to see 
such a great series end like this, but no 
amount of nostalgia is going to disguise 
that Cally Games Il is complete crap and 
probably THE worst sports game ever. 


RATINGS 
a 


Minimo options, which llow the player 
proctice the event jmp in ft fist 


The Mode 7 during the jetski events 0 nce 
touch. 

sey, everthing els inthe game takes is 
‘bck the erly dos of computing, 


rfve events, none offer 


rough fo keep you coming bock to 
brat you high-score. And s thoes no high- 
score seve system, what's the poet? 


(Oh, sory, wes there supposed to be any? 


Abysmal. There's no other word 
for it. Well,apart from dire, trav- 
esty, dreadful, hateful, crap, 
trash... 


UNLEASH THE POWER 
OF YOUR GAMEBOY... 


Imagineer 
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SUPER NES 


PRICE:£44.99 
BY: STORM 


RELEASE 

APRIL 

CONTROL 

JOYPAD 

GAME DIFFICULTY 
ROCK 

CONTINUES 

NONE 

SKILL LEVELS 

ONE 
RESPONSIVENESS 
GREAT 

1ST DAY SCORE 
END OF THIRD LEVEL 
ORIGIN 

Super Nintendo conversion of 
the Amiga classic blaster, SWIV. 
Firepower 2000 is the game's 
US name, and it will be released 
here os Super SWIV. 


ATELINE: 19- 

10-97. A 
routine fest 
flight for the 
Delta’9 proto- 
type fighter, the 
latest word in 
fly-by-wire tech- 
nology. 
Suddenly the 
pilot’s scanner/shows a huge blip on a col 
sion course setting. Frantically he radios 
Control for instruction, but his message is 
broken up and all the tower hear is static. 
Desperately the pilot heaves at the controls, 
but now, he can see the bright light heading 
directly toward him. in an instant the plane is 
surrounded, In the control room, everybody 
stares at the blank scteen. The plane is gone. 

9-10-97. A Division races 
|, part of a UN 

Convoy enforcing @ cease-fire agreement 
teached the day before. The scanners then 
pick up an unidentified heat source which 
Seems to be on top of them. The order for 
evasive action is given, but before any tank 
can turn a white light envelopes them. When 
i lifts, the Streets are empty. 

DATELINE: 19-10-97. Mobile mission sta~ 
tion Sea Base 2 crawls slowly along the sea 
bed off the coast of Central America. 
Surrounding the platform area small cluster 
of support submarines, who each report a 
strange white glow surrounding them: 
Q&ickly the light envelopes the platform and 


DATELINE: NOW. Mission Brief: Codename 
Super SWIVO. Hostile subterranean race 
building up arsenal so huge it must now be 
considered Super Power status. Location of 
enemy: unknown. Mission objective: seek and 
destroy enemy using only vehicles capable of 
destroying hostile forces. Backup: None. 
Chances: Almost zero. 


How To Control vite simply the movement of the individual ployers around the ice reflect the up, 


down, left and right movements on the D-pad..When using the jeep, the turret 


must be moved before weapons are fired. 


x 
Y 


Fire special weopons 


Fire permanent weapons (turbo fire) 


Both are used to select permanent 
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4 | 
Fire special weapons | 
weapons | | 
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Display control screen 


How To Play Take control of either a jeep or helicopter (both in two-player mode) and travel up 
the vertically scrolling screen blasting everything you come across to pieces. Both 


vehicles have their own advantages and disadvantages, so test both to check which 


machine you're most comfortable with. 
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Speciat WEAPONS INTERDICTION WEHICLES 


The enemy empire consists of six level: 
each with @: completely different terrain 
USWER 1 > DESERT#A fleet of enemy 
dflack choppers awaits, supporting a rég- 
J fof desert tanks. Strategic armoured: 
positioned along the 
At the end of this level 
lestroyad before continuing, 
makeshilt road has been ev through the jun- 
enemy build-up, Containers and 
Sto be found lurking in the undergrowth, but so,are hidden 
Grones andianks armed with drones and plasmo,€annons 


ony 
ies a 
ae citing for you to drop in. 


Bago, ond 
“the cof eaites@ i 
aR Bases Noegoticting the path fe the run- 


| /way, takelto theskies in o sypersonie jot to continue the fight, bypadse 


ing the evatesscc end foking outts guns slong the way. 
Tons of molten laye add fo the hozards of 
Hirst time jhe fonie ¢annon con be 


which does 
something to 
equolis@ the odds. 
LEVEWG= ENEMY 
COMPLEX:AY lost, 
the final assault. 
The enemy will be 
employing its most 
Beg occers'y 
the last-ditch 
stand, Most of the 
you have 
ilready encoum= 
Hered make a 
Feturn here, but 
‘ore signifieantly: 


harder to destroy. 
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Three years ago 
V'd have been 
piling ten pees 
into an arcade 
machine to play 
a vertically- 
scrolling blaster 
as slick and pol- 
ished as Super 
SWIV . But here it 
is on Super NES 
and I can play it as much as I 
like. And I've certainly been 
making the most of that oppor- 
tunity. Okay, so it hasn't got the 
visual effects of Axelay or the 
speed of Space Megaforce (oth- 
erwise known as Super Aleste), 
but sometimes | don’t want gim- 
micks, frills and fancy trimmings. 
I want a straightforward, good- 
looking, loud, very tough, old- 
fashioned meat ‘n’ potatoes 
shooter where you just fly up the 
screen and blast the ass out of 
everything in sight. And this one 
fits the bill perfectly. It’s 
absolutely rock hard, and | 
mean REALLY rock hard. It's by 
far the toughest blaster I've 
seen on any console, and even 
beats a lot of coin-ops for sheer 
difficulty! Elitist though it may 
sound, this is a game for non- 
feebs or those shoot ‘em up 
experts wanting a big, B-I-G 
challenge. If that’s not you, don’t 
waste your money. If you've got 
the skill, get your trigger fingers 
warmed up and buy this imme- 
diately! 


| first played this 


game on the 
Amiga aeons 

ago, and at that 
time SWIV (as it 


was known then) 


was one of the 
most impressive 
blasters money 
could buy. On 
the Super NES 


it’s up against some serious com- 


petition, but surprisingly comes 
out pretty well. Graphics are just 
about right for the style of play 


employed, although more variety 
from the alien forces would have 
added to the atmosphere. Sound 


is initially impressive, and 
although the tunes can grate 
after a while the rather spiffy 
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Throughout the game are yellow 

a containers, some of 

them hidden, which release powaf= 

Up tokens when destroyed. Power= 

UpS fall into Wo groups - 

Permanent,and Special Weapdns = 
here they alll are 


PERMANENT WEAPONS 
BULLET The more you collect, 
the more bullets you cain fire. 
FLARME: Pick up theseitokens end 
your flame will increase power. 
PRABIAA: Foster tan bullet. The 
more you collect fhe wider the 


ntly destroys anything 
stupid enough fo getiin its way 
tncre ith number collected: 
XK MISSILMEE Very powertul, 
‘destroying anything within their: 


SCORGM: Explodes into ogrowing 
ring gas Ground the player's 
vehitle. 

HOMMMBE® MISSILES: Self- 
explanatory, really 

REBENS: Used to/ surround your 
Vehicle in o protective cocson for 
12 seconds or shot to destroy every 
enemy on screens 

BYARS: Destroy cerfain enemies 
‘nd they'll release a Stor worth100 
points. Complete a level and 1000 
points is awarded, multipliediby the 


COMMENT 


explosions more than compen- 
sate. One thing Super SWIV 
does possess by the bucketload 
is gameplay, and if you're a fan 
of the semi-moronic mass 
destruction served up for level 
after level then this is the game 
for you. Speaking as a semi- 
moron myself, I'd highly recom- 
mend the game to anyone with 
the ability to slip into such a 
required state of mind. It’s true 
that there’s not really a great 
deal of variety in the 

game, but with mass destruction 
served up as slickly as this who’s 
going to complain? Not me, 
matey, that's for sure. Switch off 
your brain and switch on to 
Super SWIV. There's nothing 
else needs to be said, 


PRESENTATION 


+ front-end presentation iy exelent 
No options or interassions late inthe 
gone. 


GRAPHICS 


© Great, clout sprites ond backgrounds. 
Not enough variety, considering the nature 
cof he game. 


© Groot tunes and lect. 
but the music becomes somey afer 3 


PLAYABILITY 


| Greet contol method and plenty of sill 
required. 

‘Attck waves con be very predictable oer 
protected ply. 


LASTABILITY 


‘A Mlenty to do and quite lot o see. 
_~bet you'll have fo be rel fon to fash 
cs 


OVERALL 


Afine addition to the shoot ‘em 
up fraternity and essential stuff 
for die-hard shooter fans. It may 
not be as polished as, say, 
Ayelay, but by golly itll cortainly 
out-last it, 


CHOOSE 
BETWEEN THE 
NEW, 36 BiT, 
A1200 oR 
THE TRUSTY. 


MEGADRIVE 
+ MEGA CD 
+ CD GAMES 


WIN ALL OF THESE!!! 0839 406032 
0839 406031 


GET YOURSELF A HARLEY 


LEATHER JACKET ay 
so SSUPER WORTH 500 QUIDI!! VVAINIE 


PLUS TV TUNER mn 0839 406038 eee: 
0839 406033 Nee 


IMS Ltd, PO Box 28, Northampton NN1 SDS. Calls cost 36p (Cheap) 48p per min (all other times). Multi choice questions, Max possible 
cost £3.60. Ends 31.6.93. Please be sure that you have permission to make this call. Nintendo, Sega, Street Fighter II, Sonic 2, Harley 
Davidson and Thunderbirds are all registered trademarks of thier respected companies. We are not related or endorsed by them. 
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ani LEVELS 
RESPONSIVENESS 
SMART. 


1ST DAY SCORE 
END OF LEVEL FIVE 
ORIGIN 

An all-new title based around 
the adventures of, er, well, what 
looks like a jelly baby actually. 


‘s 


ceed 


may think of Jelly Babies as those tasty 
sweets Tom Baker was al 1 iam 
felly 


loctor Who. However, J 


merely idols to a long and 
distinguished Pacer fruit. 
ed senacionery 


pisad ine histor hetlnesery of this race is 

For living near 
fields se ete the Jelly Babies grew fruit 
gums, wine gums and fruit pastilles was an 
evil witch. For years the Jellies had been 
giving up half their annual crop to pacify 
her, until one day the worst thing possible 
happened - all her teeth fell out. In a 
rage the witch remembered all the 
sweets she had scoffed between meals 
and immediately sought revenge on the 
Jelly Babies, believing it was firmly 
their fault. 

Knowing that, as farmers, the Jelly 
Babies feared the damage harsh 
winters caused to the crop, the 
wicked — witch 
cursed them with an eternal 
blizzard and freezing fog, 
with sleet in places and 
black ice on high ground. 

Now only the Jelly Baby 
champion, Xandra, can 
save the tribe from bank- 
ruptcy and starvation in this 
horizontally-scrolling plat- 
form jelly ‘em up from 
Namcot, 


Use the joypad to steer Xandra around his homeworld. Each of the main buttons 
ho’ @ different function, and by pressing these you can make Xandra de things 


XJ smn ATTACK 


Y 


How To Control 


POWER JUMP. 


ATTACK 


s START: STARTS/PAUSES GAME 
|) SELECT: NOTHING 
ame 


How To Play 


Using your joypad skills, guide Xandra around the eight platform levels of his 
homeland, with each level divided into a number of different stages. Xandra starts 
the game with seven lives and loses one of these every time he comes into contact with an enemy 
or their shots. 


_ How handy! A tree that spifs!! 


PULCITUDINOUS 
RUMINOSITY 


Being entirely composed of 
springy jelly, Xandra is capoble 
of some amazing feats of bounc- 
ing. This allows our lime- 
flavoured chum to jump to 
heights and lengths far beyond 
the capabilities of mortal men 
To this end there are two jump 
buttons in Xandra’s Adventure. 
The first, B, is a standard issue 
small but fast jump. The other 
jump button, A, is a litle trickier 
to use. For starters, to get any 
kind of height to a jump using 
this button it has to be powered 
up for a couple of seconds. Also, 
unless you've taken a bit of a 
run-up this button produces 
pretty useless results. The final 
problem with these mega-jumps 
is that once Xandra lands it takes 
a second for him to recover, 
leaving him open fo attack! 
However, the A button is also 
pretty useful for running away 
By lightly tapping the button 
whilst running, Xandra launches 
into along, low leap which cor- 
fies him quickly out of harm's 


__ Trapped like Rat’s in a cage! Help Xandra beat 
this baddie to free his captured chum. 


_ Now there's something you don't see every day -A 
chocolate Life Buoy! 


Xandra’s 
Adventure 
really 
doesn’t 
look very 
good and, 
sure 
enough, 
for the 
RA iD first cou- 
ple of lev- 
els it isn’t. To begin with, 
the pace of the game is 
quite slow and there’s not 
really very much going on 
with the platform 
arrangements holding no 
danger and the few ene- 
mies presenting little 
challenge. However, per- 
severe through about ten 
minutes of tedium and a 
whole new game presents 
itself. The enemies fill up 
the screen pretty quickly 
and your precision jump- 
ing skills and reaction 
speed are soon tested to 
the limits. The back- 
grounds become less and 
less sparse and the quali- 
ty of sprites improves 
from the rather miser- 
able-looking cavemen of 
the first level to the ultra- 
detailed Jumping Bunnies 
of Horror. Xandra’s 
Adventure does hold 
some frustrations - the 
recovery time after jumps 
and falls for one. But for 
the most part these are 
quite easy to ignore, as 
occasions where a flying 
spinno attack or a long 
fall are required general- 
ly have no enemies 
around to allow Xandra 
to pick himself back up in 
safety. Xandra’s 
Adventure might not be 
the most all-action festi- 
val of carnage in platform 
guise, but if you're look- 
ing for a skill-orientated 
puzzle-loaded jumpy 
game you could certainly 
do far worse than this. 


‘WHY | OUGHTA... 


| Being a Jelly Baby champion, Xando is capable 
| of an amazing feat of levitation. It starts by 


pressing X whilst running in any 
direction. Xandra now leaps into 
the air and starts winding his arm 
round. After a while a whirring 
sound is audible and sure enough, 
Xandra's limb is spinning around at 
@ blinding rate. Now release the 
button when Xandra is at the 
height you require and watch as he 
streaks forward, spinning like the 
wind and pitchfork outstretched. 
Xandra now blasts through all ene- 
mies and most walls, although the 
range of this attack is quite limited 
Not only that, Xandra hasn't quite 
got the knack of landing yet, and 
upon hitting the floor he bounces 
for some distance before sitting on the ground 
dazed for a while. However, proper use of this 
move is absolutely essential to pass certain 
points in the game, and learning special tech- 
niques such as the mid-air turn for exira height 
is crucial fo the serious Xandrian. 


COMMENT 


Xandra isn’t one of those 
games to make you sit up 
and take notice. It looks 
sort of drab and chunky, 
there‘s no inspiring music 
or FX and the action seems 
to be in the well worn 
mould of ‘walk left and 
jump’. But Xandra has one 
GUS wality which puts all this 
in the shade - it’s great fun 
to play. Xandra himself is able to do all 
kinds of things you wouldn't think possible 
with a pitchfork, and these get integrated 
into the gameplay. Quite a bit of dexterity 
is required to perform, say, a running 
jump and quickly perform a pitchfork spin. 
Some of the sections need a good think 
through for a strategy to complete them. 
Which brings us on to Xandra’s second big 
selling point: it’s hard, Most platform 
games are a breeze to waltz through, but 
each section of Xandra is a struggle and it 


gets progressively harder. On further 
inspection, the graphics have a sort of 
groovy simplicity, and some of the sound is 
really neat. Xandra is the kind of game 
you'll be glad you bought. 


FORKING STABBER 


Xandra might just be a farmer 
made out of jelly, but that 
doesn't mean he's not a bit 
‘tasty’ with his trusty pitchfork. 
Indeed, many are the sweet- 
toothed wild animals sent pack- 
ing with @ couple of extra ear- 
holes thanks to Xandra’s pitch- 
forkmanship. Xandro’s list of 
combat techniques are as fol- 
lows: 

STAB: An all-purpose stabbing 
lunge straight to the fore. 


JUMPING DEATH SPIN: A 
leaping-straight-up attack fol- 
lowed by 0 360-degree spin, 
taking out any height-advan- 
taged enemies on any side. 


DOWNWARD STAB: A move 
designed to take out foes on a 
level lower than Xandro’s, this 


air, pressing the attack button 
and landing pitchfork-first. The 
downside of this move is that if 
Xandra fails to connect with an 
‘enemy his weapon becomes 


move consists of leaping into the 


firmly lodged in the ground. This 
takes several seconds of concert- 
ed tugging to free, leaving poor 
andi defonceless during this 
time! 


BREAKDOWN 


PRESENTATION 


‘Password scons ond intermisions ere full 
ol chorder. 


| Mo option. nterminable into screens. 


GRAPHICS 


° Excallen detailed sprites fatotic aioe 
tion ond lads of hoeceiton The bose 
rounds improve seodly ond are prety ip 
ing ot bod 

“Fark backgrounds ore obit dl, 


| Great elects and o selection of goory tunes 
which play throeghout 


PLAYABILITY 


‘6 Loods of moves end things to do, Plenty of 
varity othe action. 


"Recovery time con be frustrating. 


LASTABILITY 


I ree at pt hear 
se. There's absclotely stocks fo do. 
afer you've done 
‘thom once. Pesrwerd system makes it bit e¢s- 
lertocomplete. 


OVERALL 


‘Atop-notch platform game which 
may lack the glamour of titles 
like Cybernator but is well worth 
a serious look. 
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SUPER NES ies 
STREETFIGHTER 2 PACK (gen 
wag 


WITH STREETFIGHTER 2, 
ONE JOYPAD. 


Toon a, 
Cave 
a ae 


Re A. cies ES ee 

DR rove erty 

LAY stun pan ‘Buona ue TO THe PANT — Stay 
yl ee * REPLAY OVER « 


. = —= 


—_ 


|GAMEBOYS 
_ GAMEBOY BUMPER PACK 


aris, Sr epee, 


GAMEBOY EXTRAS 


— 
_TSONY KVMI4I0U 
14 FST COLOUR 
TV/MONITOR 
199.99 


FOR A FREE 8 PAGE COLOUR CATALOGUE CALL 0279 600204 
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Over 140,000 people have joined Special Reserve, so don't delay, join today! 


You can phone in your order or use this coupon > 


Special 


Reserve ii 
0279 600204 
The Biggest and Best computer 
games club in the world. Probably. 

Join now for £6.99 (UK) and 
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Brawl Brothers is an original 
product based following the 
same path laid by Copcom’s 
Final Fight yet not, thank good- 
ness, taking the same form as 
Jaleco’s own Rival Turf. 


one last area of the 
belong to him. How 


‘and ridiculous, religious d 


To the leh. 10 he right. sep it up, stp i up is ll cgh. 


The khaki-weaing body is KO'd bya fllng cash sgn 


‘Sick of being told to mind out for things, Marton fights bock.. 


Move any character LEFTor RIGHT, UP and DOWN the screen by pushing those 
directions on the joypad. By the way, did you know that, in 1983, the population 
of India was over 730 million, most of which are strictly vegetarian? You do now. 


By © Special attack. xX 


How To Control 


Has no function. 


Punch/ Kick. The Y button also 
functions as the character select. 


a--—  ]I[s 
Kill or be killed! Slash, smash and crash your chosen character through a city laid 


How To Play 

waste by an evil crime lord and his merry men. Simply head in the right direction, 
for travelling left only means going back on yourself, and beat everything up in sight - including 
your mate’s character if you so wish! 


SELECT: Has no function 


‘START: STARTS/PAUSES GAME J 


CONTROL 


Brawl Brothers features an option that allows the 

“| player control over his, or her, temper, By refer- 
ting to the option known as ‘Anger Mode’ and 
switching it to the ON position, play then contin- 

}uves whereby ony one of the human controlled 
_ | choracters may become enraged for a limited 
P| period - usually when he/ she is getting his/ her 

backside bounced around the screen! When this 
‘occurs, the character flashes orange and is imper- 
vious to damage, sharing the same effect os 
drinking far too much orange juice - although we 
don't advise it. That character's strength is also 
magnified, and so is extremely useful for clearing 
the way of any unwanted bodies. 


Character: Slosh wears the uniform of o general. Not that he is 
in the slightest bit involved with the armed forces, it’s just one of 
his litle pleasures in life. His stupid hat is the subject of much 
attention, and Slash uses this to his advantage when battling the 
crooks. 

Abilities: The enermous hanging at the end of Slash’s arms pro- 
duce an almighty, flaming punch that floors many opponents 
instantly, When executing a dash attack, Slash slides into the 
action with a vicious push kick. 


Character: This Ninja-style character is to stealth what an ele- 
phont is to rock climbing! Kazan’s enormous size is a non-starter 
for any hopeful ninja graduate, but his fighting skills are beyond 
compare. Lightning fast reflexes allow him the advantage of sur- 
prise. 


Aside from his devastating throwing technique, 
Kozan's special move is a mystical, self-destruct business where 
he splits in two then joins back together again, Amazing! 


Character: Hack goes through life with a chip on his shoulder 
the size of Mount Everest. He got suspected of trouble the day 
his boxing gym got razed to the ground, along with the rest of 
the city. His talents lie with his spectacular boxing capabilities 
vilities: Hours spent punishing the speedball gave rise to 

Hack’s extraordinary fost flurry of punches that he pummels con- 
tenders in the face with. This special move resembles Honda's 
hundred hand slap and climaxes with o huge flaming upper cut. 


__ Choracter: Wendy built up all her strength and stamina in the 
works gymnasium of the company at which she is chief director. 

“| Ahard-headed woman who doesn’t take no for an answer, 
especially when her career is ot stake! 

Wendy is an expert kick-boxer and her special move 

‘mounts to a flashy somersault kick. Her swift, sweeping attacks 

when striking after a run-up are also quite fearsome. 


®H Choracter: Lord J looks like somebody's dad! Let's face it, he 
} doesn’t look capable of anything outside of propping up the 
local pub’s bar! However, Lord J, the city’s Mayor no less, is an 
} eighth dan, black-belt Karate champion. At least he was in his 
day. 

Abilities: Main man with the Lightning Strike, where he punch- 
¢s the ground therefore causing an electrical storm to engulf his 
‘aggressors. A dash attack coupled with @ punch brings Lord J's 
power-push into effect. 


into the usual Final Fight 
cloning trap and tries out a 
whole bunch of new ideas, 
along with a load of old 


grounds are nothing short 
of excellent. 


"| the player-hit function off to 
stop you and your pal beat- 


PRESENTATION 


-Aigonerous option seen and extensive in- 
‘game pretenaion gees Brow! Brother the fel 
Slaged ety con. 


GRAPHICS 


-_Imepiniive charters - heroes and enemies 
lke - bra eway in exciting locations. 

‘There i spite Hicker which is poty nascar 
blo there doy. 


| Wel exected, ponchy soundtracks compli- 
‘ment the onscreen ection perfect. The sound 
ects are coo in ploces 100. 

‘These erent he best tunes fo grove the 


PLAYABILITY 


- Ghassic beat em up action! The edditon of 
the Wwo-player option odd fo he game's 


‘The dsappsiating bosses and slowdown 
‘make the going ole depresing. 


LASTABILITY 


= Retains its cool fro ong after completion. 
‘The vs mode odds fo the cats lite expectancy. 
Prediableeneay tet certiycompletion. 


OVERALL 


‘An outstanding beat’ em up 
which suffers on a few minor 
‘accounts but is still most certainly 
worth checking out! 


Call Charges: Calls are charged at 36p per min cheap rate and 48p per min all other times. Make sure you ask your parents’ 
permission before you call. Maximum call cost £2.40, maximum call length 5 mins. Multiple choice competition, For further 
information & list of previous prize winners write to Awesome PO Box 1650 Bt 1AA. 

Nintendo, Mario Brothers, Gameboy, Super Nintendo, Sega, Sega Megadrive are all registered trademarks of their respective 
companies. We are not related to or endorsed by them. 
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elcome once more to NMS Challenge System. After the game quickly exposed the boys for the cheating, conniving, 
adrenal overdose of Mario Kart in the last challenge, | decided to _slimy little crooks they truly are. Indeed, it is extraordinary 
choose a more sedate, even cerebral pursuit for the next staff that no serious physical crime occurred as tempers and 
gladiatorial. The arrival of the console version of Monopoly in bankrolls started to run high... 
the office caught my eye, and | announced this as The Challenge. SCORE MONITORMARK IV 


Of course, the crew was dumbfounded. Wot, no aliens? No guns? 
No continues? None of it. Just good old fashioned Capitalism. 
However, once seated round the familiar square board, the 


oe) 


(NO RULES) 
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Andy's boyish, FaRRpehorocter SiHGeIaRRin bi seholes Mnf 
Sad Ken was our @Usst pleyaiea. pathetic individual who hauled him- 
self in off the street pg declared himself one of the lads. But it wasn't 
long before the elusiess pair hod token a wrong fuming: 


Since he’s either «iff@t se OF in deep water, Tim's Ehioice of the boat 
was spo! onwAé he ehugged around the board, his game began to 
drift badig(land # wasn’t long before | expected him to go under due 
to oxeéebalaste 


Joz thought he wadfgnsNOTing his racy infge Min IDE plestieimaler 
bike he insisteg#@fT Using. But the incong@@ummige suited WinmnorE: 
than he knew, being tacky, lightweight aiigsROving to lie caniataply on 
one side... 


Abvoysthe sodelibutcos\lilie grotyy rubber moniiaewes deemed fit 
for Rad alone. However, the lank-hayed pensmith wos not allowed to 
insert his finger into the decrepit toy, ond it looked rather limp and 


pathetic in its new role. How apt 


Initially McGuff wanted the monster, but bowing to Rad he picked the 
top hat, hoping it might add a touch of class to his uncouth games 
skills. He then claimed he preferred the Scotty Dog, and the less said 
‘about that therbetter, 


Gary chose the iron, perhaps because the muscle-bound lunk thought 
that he could pump it, Considering it’s thumb-sized, his ego wos 
again shrunk teits proper size-Forlunately Gary doesn't know his 
Cockney slafgawpith is probably just Oswell 


ig, 
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This will only appeal to board 
‘game lovers and groups of play- 
ers, but has to be one of the all- 
time dassic games, faithfully 

converted. 
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2 CASTLE STREET, CASTLEFIELD, ances, 32 TEL: 061 832 6633. FAX: 061 834 0650 


RO UNG 


Alas, space restrictions prevent us from giving full reviews to all the 
Nintendo games which drop through our letter box, but nevertheless 
we still manage fo bring you reviews of all the latest releases in our 
short but informative round-ups. This time, a plethora of Game Boy 


releases come under our critical eyes... 


DUCK :-JOE AND iia 


DAIS 


CAPCOM 
£24.99 
RELEASE:TBA 


Is it o bird?.ts it a plane? 
Actually you were right first time, 
as Capcom's latest Disney 
superhero is pixellatéé for all 
you platform fans out there. 
Although his name is hardly syn= 
‘onymous with acts of heroism 
over here, Darkwing Duck is an 
‘aquatic agent set to rid the 
streets of villainous scum, 
Following the usual introductory 
fripe with Darkwing’s: 
briefing on the perils 
ahead, a map appears 
inviting the player to 
Select which of the 
gome's three zones 
they wish to cleanse of 
riminals first, There's 
no real difference in 
difficulty between the 
three, but each throws 
Up o massive variely of 
fresh baddies and 
obstacles for the intre- 
pid duck to overcome 

The reason Darkwing Duck is 
s0 far removed from the rest of 
the potboiler platformers gracing 
the Game Boy is that some effort 
has made to keep it entertaining 
‘and varied. Whereas poor 


Asterix is left to struggle through © ELITE 
@ repetitive selection of horizon--@ £24.99 
fally-scrolling sisoes, Detkwing @ RELEASE:TBA 


uses all manner of e 
hooks, ond pulley systems to ‘A rather dull and tired platform 
bh ip its arcade form, Gome 


ase him post the jckies stages 
In addition, inteffige 3 A And, suffers from 
also.dild to the ae tis \gh game faults. ds the atcade 
raising foesiandjhy mt rad be whilsti6ddingsorie 
‘copters contributing #6 the joll ‘@ More to the list. Converted from. 
jopes. 

Darkwing Duck contains 
more original elements than at 
least a dozen other platformers | 
could name off the top of my 


® ture version once again sees Joe 
ing across a series of 

@ scrolling levels, lobbing clubs or 

@ whatever comes to hand at the 
hundreds of foes who appear in 
pairs to stop him. The reason for 
this bout of prehistoric hilarity is 

© once again a 

@ woman, and Joe's 


somewhere behind 
® the many bosses, 
© and while she 
@ grants Joe with a 
kiss after every 
completed round, 
© the full works are 
® only granted when 
head, and for that 
it deserves all 
However ifr the 
long- lode aaa e 


sprawling) ploy ars@p Darkwing ¢€ 
Duck is bet ‘one of the see s expectations by intro- 
best platform efforts for the e ducing the Neanderthal/hero int 


Game Boy and, as far as I'm @ oll his well-drawn glory against 
concerned, is right up there with @ similarly detailed backdropspit 
the likes of Mario Land. soon becomes apparent that 
these are just icing of aivery 
© ordinary cake. The first problem: 
@ is that Joe and his many.foes 
Sigllehd to blur into the backdraps) 
i 5 ond the second is thatthe 


eoponry ava 


PRESENTATION 90% 
GRAPHICS 92 


® the DataEast coin-op, this minia- 


waisont 


energy. The Super NES version 
of Joe And Mac was far from 
perfect but still contained 
enoughiplayabilifyito warrant 
further exploration, whereas any 
such pluses are sorely missing 
from this handheld vetsion. Elite 


have made @ brave effort toss 
a" Version of the coin- 
op ye Game Boy, but sadly 
ihe "ce tetera see 
can't hondle 


Now here’s o real oddity, Take 
‘ther lardy-looking main 
ite, place him ino sefies of 
ested buildings, ond 
then arm him with the biggest 
hammer you could injegine = 
yojla! Irem’s rather smart 
Hammering Harry. Converted 
from their rather obscure coin: 
6p, Hommering Horry iso plat 
form tour-de-force inwhich the: 
said baddy-bashing hero takes 
fo the land, sea and gir in an 
attempt to rescue his chick from 
the hands of yet another jealous 
and desperately unloved villain: 


Starting in @ decrepit ware- 
house, Harry's hammering fun 
starts as a simple left-to-right 
affair with the said fool-wielding 


INFOGRAMMES 
£24.95 
RELEASE:APRIL 


W's amazing the diversity of plat~ 
formers available for the Game. 
Boy. Whilst on the one hand 
there are the likes of Darkwing 
Duck and Morio, Land whieh 
cttempt foladd new features ond 
ideas to afamiliangenre, every 
now and then a game like 
Asterix comes along delighting. in, 
its mediocrity. Imagine every left 
to right platformer you have ever 
encountered and forget about 
ony original ideas and you have 
the cluster of ingredients which 
have gone into Asterix. 
Controlling the indomitable 
Gaul, the player is invited to 
guide the punching and leaping 
hero across the scrolling levels, 
using Boars to get past spikes, 
ledges to collect goodies, and 
punching the odd Roman 
Legionnaire. 


Ordinarily, | would be willing 
to pardon Asterix’s limitations if 
the actual game was playable, 
but sadly it even fails on that 
count. Dodgy sprite detection 
Mises its ever-ugly head rather 


have made a cracking job of 
converting Harry over fo the 
Game Boy and, somehow, 
Harry's detailed graphics don’t 
blur beyond recognition as Joe 
‘And Mac's do - which is odd as 
both play at roughly the same 
pace. A rather tasty conversion 
ond a playable mishmash of 
styles to boot, you can't go far 
wrong with Hammering Harry. 


hero boshing spooks and other 
such evils before eventually mov- 
ing to air-based and aquatic lev- 
els, Adding such features to 
Harry breaks up the hammering 
action nicely and incorporates 
certain elements of numerous Ses ai 
shoot ‘em ups to the game. Irem ‘A: Horry’ got one 1o make Buster Gonad 
jeolous. Yoinks! 


PRESENTATION 90% 
93% 


GRAPHICS 
SOUND 
PLAYABILITY 
LASTABILITY 
OVERALL 


too offen and lives are frequently 
lost by slipping through a moy- 
ing platform or plummeting into 
hole the little Gaul was seem- 
ingly’several pixels from. 
Althoughiall the key elements of 
an Asterix adventure are here - 
magic potion, Romans, trips 
eros the globe - the implemen- 
Jationslets the whole thing down, 
‘and if seems Infogrames have a 
reo! {Gaul releasing substan- 
dard stuff like this wasted 

licence. 


PRESENTATION 43% 


GRAPHICS 49% 
SOUND 44% 
PLAYABILITY 66% 
LASTABILITY .<mmaB% 
OVERALL: 46% 


A. Asterix make you, Oh no, no more please! 


A See-Saw Marjorie Oona Yam 


NINTENDO 
£24.99 
RELEASE: APRIL 


Yoshi's Cookie is, despite the 
Mario embellishments another 
game in the Tetris/Mario genre 
of puzzle games. Both the pre- 
sentation and the gameplay are 
remarkably simple. The aim is to 
clear the sweets or ‘cookies! 
mounting in the box in the 
screen's left-hand corner. The 
way to do this involves forming 
yertical and horizontal lines of 
matching cookies. Only when all 
the cookies are matched is the 
round complete. The only snag is 
the procession of more cookies 
from the top ond right-hand side 
‘of the screen, and if your jar 
overfloweth with sweetmeats, 
then the game doth finish. And 
that is that. The amount of cook- 
ies, and the variety in shapes 
increases with each stage, and 
stages are bundled into rounds 
of ten. But apart from short, 
interludes the gameldlision 


KONAMI 
£24.99 
RELEASE:TBA 


Despite being undead, there was 
6 time when Count Dracula wos 
now’t but a lovable, ankle-biting 
tyke. Kid Dracula, the latest 
Gome Boy release from Konami; 
documents the exploits of the 
boy Dracula as he goes in search 
of his boyhood nemesis, 
Garamoth, who has nicked Kid 
Dracula's conkers - or something 
like that, probably. 

As you might expect of such a 
game, Kid Dracula is a platform 
game. There are, however, a 
couple of things that seperate 
this particular title from other 
Game Boy platformers. The first 
being the graphics which, whilst 
being on the simple side, are 
large and distinct, with little or 
no hint of blurr. The main sprites 
Gre unusually large for a Game 
Boy game. 

Secondly is the abilities of young 
Drac - none of your standard 
Tun, jump and shoot for him - ot 
the press of o button the young- 


regardless (much as does Tetris). 
The graphics are clear, with each 
cookie made very distinctive, but 
it.oll looks undeniably dull, even, 
by Gome Boy standards. An 
extra Selling point is the versus 
mode, but two players don’t 
really interact af all, even os they 
play at the same time, Overall, 
Yoshi's cookie is not a bod idea, 
but doesn’t moke on outstanding 
puzzle game 


PRESENTATION 79% 


GRAPHICS 50% 
SOUND 72% 
PLAYABILITY | 70% 
RASTABILITY 63% 
OVERALL 75% 


A Match the biccies, match he bicgs like the 
wind old woman! 


ster turns into. prepubescent 
Bat and is able to fly. However, 
he hasn't quite got the hang of it 
yet and, as such, reverts back to 
undead form after only a few 
seconds. There are also several 
other magico! abilities that the 
Kidster is able to call upon, but, | think thot bot must have hod a curry lost 
dohljhevhas forgotten them, so it night 

is up to you to help him locate 

‘and re-learn them. 

However, fancy graphics doth 
not a great game make, and the 
fact is that Kid Dracula is a com- 
petent if not rather unremark- 
able affair. The gafie Htselfis 
very easy presenting little ehal- 
lenge forexperienced platférm: 
fans, and that couple with the 
large sptitesisads me to the 
conclusion the rather overused 
cliché that this is probably best 
suited for the younger player. 


PRESENTATION 80% 


GRAPHICS % 
SOUND 80% 
PLAYABILITY) 78% 


4. Wow, those Wogon Wheels aren't what they 
used tobe. 


‘A. Look ot the size of that sausoge! 


"0 real load of old to 
means expand the 
| the Chip’ n’Dale or 


A simplistic left-to-right 
"scroller, Tale Spin is a slow-mov- 
ing shoot ‘em up starring Balloo 


“Those canny Frenchies at 
“Infogrames are proud to 


“time - Max! A loose cross. 
between Bionic Comnmangpiand 
‘any other scroll 
"you care to mention, ia 
“multi-stage mix of shoot ‘em Up 
“ond platform ideas and rather 
playable if is, tool, Controlling 
he weedy-looking hero, ajnum- 
‘ber of planets awaitiMax’s explo- 
“ration, whilst, in turn, a series of 

Jgun-totingialiens similarly awa 
young Max. Armed withic gun 
‘and o rather nifty elongating 
“arm with which to Bch hold of 

adjacent platforms, Max's\lifesis: 
1 busy mishmash of quick reflex 
es and a responsive trigger-fin- 
| ger. 

Whilst Max is never likely to 
win any awards for originality, it 
coffers a welcome and untaxing 

break from the rest of the plat- 
form brigade. Max is easy to 
control and the levels are large 

“and full of things to avoid or 
shoot. Also for fans of large guns 
‘and the like, several power-ups 
have also been dotted through- 
‘out the level. After a cluster of 

"rather dodgy titles, Infogrames 

ight track 
ith Max. It’s fun, it offers simple 


to reach the end 
hardly pulse-rq 


favoiding even 

e slowest moving of planes 
harder than necessary. It’s not 
all bad, and some of the graph- 
ics warrant praise, but there’s 
sfill no disguising that Capcom 
were having an off-day when 
they released this, 


PRESENTATION 70% 
GRAPHICS 72% 
SOUND 62% 
PLAYABILITY 60% 
LasTi 57% 

59% 


NMS HIGH SC 


SUPER 
NINTENDO: 


ADDAMS FAMILY: 
652,840 Greg Beaufoy, 
Coventry, Warwicks 


CONTRA SPIRITS: 
2,196,450 Peter Amor, Bristol, 
‘Avon 


FI EXHAUST HEAT 
108 Richard Williams, 
Hesterway, Cheltenham. 


FINAL FIGHT: 

3015613 James Henderson, 
Dalgerty Bay, Fife, Scotland 
SCOREMONITOR: A good score 
from someone who lives in 
some scoittish backwater. 


F-ZERO: 
96800, Simon Davidge, 
Shirebrook, Mansfield 


JOE & MAC- CAVEMAN NINJA: 
265,000 Daniel Nix, Audley, 
Stoke-on-Trent, Staffs 


PARODIUS: 
1002000 Jam, Hounslow, Middx 


STREETFIGHTER II; 

1137900 Stephen Kiernan, 
South Noward 

The Streetfighter challenge is 
back on. Level 7 scores with no 
continues only please. 


SUPER ADVENTURE ISLAND 
472600, Jam, Hounslow, Middx 
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SUPER ALESTE 
6275580 Poul Davies, Manners 
Central, NMS 


SUPER MARIO KART 

MARIO CIRCUIT 1 

1’ 07" 89 Danny and Warren, 
Smartcartoonshire 

DONUT PLAINS 1 

1/43" 10 Danny and Warren, 
Basingstoke, Hamps 

GHOST VALLEY 1 

1’ 13" 07 Danny and Worren 
(again), Basingstoke, Hamps 
BOWSERS CASTLE 1 

1°49" 11 Danny and Warren, 
Basingstoke, Hamps (still). 
SCOREMONITOR: The brothers 
Danny and Worren clean up in the 
karting stakes. From now on, how- 
ever, only Star Cup scores will be 
accepted. 


SUPER MARIO WORLD: 
9,999,990 Jaz Rignall, Ego Corner, 
NMS 


SUPER R-TYPE: 
4,057,100 Michael Barmby, 
Wokefield 


SUPER SOCCER: 

99-9 Phil Roscoe, Whiston, 
Merseyside 

SCOREMONITOR: This is more like 
the standard, And accompanied by 
photographic evidence too. 


SUPER SMASH TV: 

88, 192, 665 Scott White, Newbury 
Park, Essex 

SCOREMONITOR: Normally scores 


like this would be ridiculed as a 
work of fantasy, but there was pho- 
tographic evidence to support this 
lim. Substantiating your claim is 
a. good way of getting them into the 
page. 


SUPER TENNIS: 
720 Dave Clay, Portsmouth, Hants 


UN SQUADRON: 
1,655,800 Graham Cook, Bootle, 
Merseyside 


SUPER 
SCOPE: 


BLASTRIS A: 

19800 David Rimmer, Southport, 
Merseyside 

BLASTRIS B: 

14800 David Rimmer, Southport, 
Merseyside 

LAZER BLAZER A: 

628400 Steven Newman, Gosport, 
Hants 

LAZER BLAZER B 

2874450, Phil Roscoe, Whiston, 
Merseyside 

LAZER BLAZER C: 

1286400 Steven Newman, Gosport, 
Hants 

MOLE PATROL: 

999999, level 29 David Awford, 
Stroud 

SCOREMONITOR: A rather rough- 
sounding chap. No doubt his Super 
Scope prowess comes from long 
hours whiled away with his sawn- 
off shotgun. 


NES: 


CALIFORNIA GAMES (BMX): 

68,530 Jet the Labrador, York 

That darned mutt is still top dog (oh 
tee hee) at this fine game. Surely 
someone, somewhere can topple 
this canine pad-basher? And whilst 
you're at it - WHERE ARE ALL THE 
OTHER EVENTS? 


CASTLEVANIA: 
1,565,000 Robert Deacon, 
Plymouth, Devon 


CHIP ‘N’ DALE 
1209 Adam Ford, Minehead, 
Somerset 


DOUBLE DRAGON: 
113,785 Henry Forster, Normanton, 
W Yorks 


DUCK HUNT: 

525500, Fiona Collins, Bexhill on 
Sea, East Sussex. 
SCOREMONITOR: A fine score, and 
with still more photographic evi- 
dence. Of the player’s sadness. 


DUCK TALES: 
$11650000 Greg Blair, 
Dunfermline, Fife, Scotland 


GREMLINS 2: 
5246 Robert Wood, Seaforth, 
Liverpool 


HOOK 
2170400 Angus Swan, NMS 


HYPER SOCCER: 
58-0 Andrew McQuaker, Darlington, 


Deary deary me. A whole month's vtiol’s Woise'=\there\ore'still'scores 
respite from the high scores table. An __remaining from the last table two 

extra fourweeksinwhichtonotchup _ months.ago, Whatever happened to the 
some incredible totals and send them spirit of “Huh, that score’s useless. 

in. And what happens? I'm still lum- ‘Anyone could do better than that. 
bered with sacks of scabrous, feeble Pah."? | can only hope that next 

scores unworthy even of a place in my month’s scores bag will contain a rather 
bin. Are things really this bad, or are all higher quality assortment. 

the decent gamers merely too modest *, 

foconfess to their achievements? And ‘The Score Monitor (Mk IV) 


Co Durham 


MEGA-MAN: 364700 B ee ‘lon Le 
11,101,600 Steffen Sletvold, fc eonliniik 
Norway 2 teams, not b 


NINTENDO WORLD CUP: i 

51-0 Andrew Dineen, Waterbeach, 

Combs Mu i ) 
SCOREMONITOR: Imagine actually 

suffering through this game long i 

enough to amass such a score. What a 

skill. What stamina. What stupidity. d Pau 


PROBOTECTOR: arava 
1,518,000 Steffen Sletvold, Norway Gavin's. 


SUPER MARIO BROS: 
679950 Philip Cook, Childwall, 02,500 Jomes Hardin i 
Liverpool inster Newton, Dorset 


‘SUPER MARIO BROS 3: \ l 
1610200 Micheal Fenn, Worksop, ve 
Notts on 


GAME BOY: 


those busy lads at Jaleco, 
draws Its inspiration from 
the likes of Alien 
Syndrome and Gauntlet - 
with a lone cyborg out to 
defeat an unwanted robot 
menace. The scene Is set 
In a sprawling research 
Institute, within which the 
sald robot is running riot. 
‘Assuming the role of the 
ore hero, the player is 
ed with guiding him 
the scroll 


multi-storey building. All 
Is not well within the 
research centre’s dark cor 
| Fidors and rooms, though, 
“and the robotic intruder 
has been busy building an 


int army of deadly 
irds throughout the 


A. Use the scenery for protection 


against this Boss' homing 


BY:MINDSCAPE PRICE:£44.99 MEG:8 


nyone who enjoys foe 
Dae%good "toad 
br 


PREVIEW 


Mindscape’s 
Outlander, due for a 
Super NES launch in 
the near future. The 
game has lots of ‘Mad 
Max’ elements, pre- 
sented on a Road 
Rash kind of endless 
road, set in the mid- 
dle of nowhere. 
Mindscape have made 
there own adjust- 
ments: out goes Tina 
Turner singing “We don’t 
need another hero” and 
In come more guns, more 

| violence and even more 

Hat skinheads in singlets. 

The scenario is yer 


ive the bomb drop- 


ping were the nasty chaps 
fer of the Harley 2 a 
ition Society, who 

currently riding | 
ound on their 


Rave tattoos an 
Van Halen records. 
as didedicated motorist 
out endorsements, 
dia disciple of the 


‘one town to th 
t to store up on. 
d and ammo. Of 


zz ERT 


TSI 


f NT es 


LBOUii 
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PINUPS! 


Fret the many of you who 
enjoy nothing more 
than tucking your trews 
into your socks and 
exchanging Tarby-style 
banter with your showbiz 
mates, yet another Golf 
game is teeing up on the 
sidelines. As the name 
suggests, Pebble Beach is 
set on the famous 
American course of the 
Same name, where a full 
eighteen holes stand 
between the player and a 
huge cash prize. As is the 
norm with Golf, the aim is 
to work your way around 
the taxing course in as few 
shots as possible - unfor= 
tunately, the game pits 
you against some of the 
world’s finest players. 
However, fo help you per- 
form such an act, a team 
of digitised ‘experts’ 
ppear as key points to 
ffer advice on certain 
Problematic shots. 

During the game, a 
range of options allow the 
player to alter everything 
from their stance to the 
Simount of slice onthe: 
Ball, and a full setofelubs 
are also available. With 
comipetition in the form of 
rem Skins cind Super 
Birdie Rush, Pebble Beagh 
Ierelying on its technical 
IGcturacy to keepiit' above 
por. Whether it measures 
up, though, Is revealed 
next Issue. 


is 33) vandsily 


gota 2 
y on the Sth hole. 


PRO SPORT 
ICE HOCKEY 


HOME _puay 
a EXHIB TION 


ROIT SAN 


an eventual, 


= 
“S For true Tce Ho 
jonados, Pro 


saved mid-season. 
Leading on the Super 
RES with on NES versioril 
g on the sub‘s 
Bench; Pro Sport tee 
Hockey is aiming for a 
head-to-head confronta- 
tion with 
EA’s effort. 
Arelease 
date has — 
yet to be 
set, but a 
full review 
should fol- 
PUSH START BUTTON low short- 
TH AMD 1993 JaLECo yy. 


‘Shoot the puck, shoot the puck like the wind. LICENSED BY MINTENDO 
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TE NES GAME BOY 
es, es. 
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= Fea > a= fa 
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SUPER PRINCE OF 

SOCCER 
“Ei Ey 
7 7 oe 7 
=E fe = = 
eal PRINCE OF ADDAMS 
cee] PERSIA (-) FAMILY (-) 
B= GHOSTS (-) ! 

_ =“. 


STARFOX (SNES) 

This is only here because we can play it and you can’t! Freshly avail- 
able on import, this is more than likely te stay here for quite a while. 
By the way, we've completed it, you knot 


SUPER TETRIS/BOMBLISS (SNES) 

A permanent resident in the games room Super NES, both Su 

and Bombliss are classics of our time. Mucho cursing and violence 
ensues after a few heated rounds of this... 


TINY TOONS (SNES) 

Classic platform fayre with loads of variety. You want an Am 
Footy section? You've got it. 

got it. You want extra tomato? 


KIRBY'S DREAMLAND (GB) 


SUPER MARIO KART (SNES) 


Interest in Karting has di wn of late, probably because some sad 
man swiped it to practice at h 
ever wins the Mario Kart Chal 


STREET FIGHTER II (SNES) 


With Tuff E Nuff on its way, Street Fighter II’s long reign could be com- 


MECH WARRIOR (SNES 
This jaugh everyone’s imp: 
rouse people whe don’t work on the mag offer 
the Review just so’s they can play it, you know you've got a hot one. 


Well, you asked for it so here it is again - The NMS staff chai 
Actually, not a single one of you asked for it but you're dam 
well going to get it anyway. So sit down, shut up and be than 
ful you horrible whining lot. Honestly, kids today, they don't 
know they're born. When | were a lad... grumble... 

Oh, the official charts are here too - in case anyone's intereste 


NES GAME INDEX 


work we'd have had to put 
in otherwise. Finally, 
there’s a smart competi- 
tion running throughout 
the index. Certain reviews 
have questions at the end 
of them, and the informa- 
tion needed for the 
answer can be found in 
another review elsewhere 


market, but let's face it - 
comprehensiv. 
schmomprehensive guide. 

really want to do is 


rgain bin at the 
importers is any good or 
not. Well we thought 
i hard about this 
came up with a plan 
of revision. From now on, 
every title which scores 
90% or over recieves a 


sers 
you reach the sixth and: 
final query. Now scribe all 


GAMES INDEX DESERVES A 
LARGE RISE IM THEIR PAY 
special Megagam. REVIEW THIS MONTH COM- 
which makes it easier to PETITION, NMS, Priory 
check through which titles Court, 30-32 Farringdon 
are really worth I Lane, London, ECIR 3AU, 
to arrive by the 15th of 

your starter for 
ten: Name the highest 

me in this index. 


month, simply 
be 


The aim of Balloon Fight is simplicity itself 
Boosting gameplay smilor fo the closic oust 
‘orcode game, it's your job to fly around the 

inf seen descending on enemy sprites and burst- 
ing their boloons, while qvoréng your own 
om ack Ere tough ees smutonens 

“Aweplayes acon, i all grows dul very qui. 

OVERALL: 74% 


01 Oe. 
Soe bt cet chremcher cr 


fection and va ‘one foc those 
Noi he pce oi goa toe 
OVERALL: 74% 


Take contol of Skingfliow Howie's osseen- 


-0n-TV attack helicopter, and zip around the 
‘es shig aborne enaies, There's nolo 
‘grat deal otis gore, bu ne graphics and 


I jand the gameplay, though not 
pelt should prove enjoyable for 
ALL: 75% 
fumed to 
the Joker (for it is he) attributed bis 
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| camry the NES super chip to enhance t 


Needs o sy Boman is. 
eds Boman 
eens cee 


Gotham City of crime in this agit 
former Ben wos one of he 


ics ond sound, and it’s pretty obvious 
look of the game. The sprites are dete 
‘everything is very colourtyl, in 0 dar 
sl emt 
isn’ the only: point Te is very long, 
sod orate ah os ie Nts 
es ee a ae aia 
oe ee 


OVERALL: 92% 


cf ¥ 
Superb-looking ond 
{game which comple 


‘new and so renders iselfreduc 
cof dosics like Super Mario 3 o 


series, — 
OVERALL: 78% 


"he Megaman 


with 
another platform rot Gotham Citjom— 
The erocious grorhes or made up for wih 
1004 playability and some difficult adversaries 


un around the horizontally scrolling levels that 
are Ancient Greece, seving vores uiagand 
beating up mythological beast inthis wert 
while BPG, The only gripe we hove wilh this is 
that it's bit locking inthe action degrtment, 
making Zea Il the definite RPG Kagafor. 
OVERALL: 79% 


ithe NES, The graph. 
ites ond plony of 
sohon 
Batetoods ‘game, athough it's 
‘ot really all hat long who's rere should keep 
ba} ‘hommering away for oges, and it’s grect 


4 play, especially in the two-player simulto- 
‘neous mode. Definitely ove which NES-owning 
‘eat ‘em up fans shouldn't miss. 


One ofthe mest 
States hits the NESI 


gameplay deporimnt. The 
ome is relate slow ond o 
Th a cack 00, Nol 


ANIAZING! 


BUT TRUE 


NES GAME INDEA 


the grophics just really aren't up to serch. 
ov Lk: 80% 


Don’t be misled by the title - this is on lee 
Hockey simulation with a mini beat ‘em up 
eluded when things get rough on the pitch! 
Mole si lad et Sporty 
‘things interesting ployers, but the 
teat is at maximum with two ployers ot 
‘the controls. Overall on excellent sports game. 
OVERALL: 85% 


is on imaginative mix of 
frm action, with Tray’ im 
d supply of bzons being essentio othe 
_pairs’ progress. The graphics ore pretty chipper, 
‘especialy the animation, and there iso grea! 
cartoon ofmosphere prevalent! hroughout the 
‘game. A Boy ond his Blob isnot a Ne for those 
who lie their mes easy, but itis veryreward 
ing when you stort geting somawheve, 
Definitely worth o look 
OVERALL: 91% 


Graphics oren't exactly @ sng point in 
Boulderdh, Thespfils ore nat hat wall 
Seine od rinaon locking one: 
‘wha. The sound, smiley, not al tht fb. 
Havers he grea, though vey of 
indeed, sil holds upto todays stondards 


alba by 
‘waves make ideo! aquariem ornaments, Peces with 
‘holes in them offer on idea! wey of anchoring oguetic 
plants ood pieces of drift wood. The 
bes cs oth ery ate 
fear one ed 
srry ec ed ssh 


on 
= Son a yourbed 
OVERALL: 90% 


shoot "em upto an isometric 
theo ‘ent up whenever Sas a 
and heods trough 

fer Master may be 
sil a magnificent piece of sofwore. The 
ophics are grec, the sound is great, the 
game itself s huge ond voried ond t oHers 0 
“zzable challenge. Highly very recommended. 


OVERALL: 91% Bub and Bob, the bubble-blowing dinosours ore 


‘rapped in 160 meanie-filed platform levels 
Leb, the lads can neutralise the boost by 
coptuting them in bubbles then popping them 
fo tur tam into ray bonus pois The 

+ grophics ore « bi ickery, bu the skill game: 

" Bg ST ieee 
‘0p conversion. 

beans. We're not talking OVERALL: 89% 

‘your face green H you eat too 

of | beds! olther. For there is 

somewhat resombling the 


Grotty platform game tn which You guide the 
Brothers around the landscape avoiding things, 
"' boring, inane ond the graphics oren't much 


WERALL: 40% 


cellent platform game with Ninja combat ‘old Bucky, fo his gome isa sod cose of 


serene, Geal gop onde” thomaalves nejore ering nthe woy of 
chon make this one thal combat fons should aydhteved sweets, for whom lorm/shoo! em ups everywhere, When you 
Sook out for. fer felly sider the massive range of similar titles. 


hold the kay to emazing shape risa ris sone’ machine 
powers. However, rlers of v's nsing enough ooh erator 
‘planet Evlonia have 

overrun | 


that matter, to warrant purchase, 


OVERA % 


OVERALL: 88% 


Poor old Rockford the miner. He wont 


beans | 
tho 
oa.a little diamond-hunting jovnt in = 


these poace-mov- 
‘and eetslave thom. 
Hewever, ono Blobelonian 


The 50-year-old cartoon rabbit crops up on the 
NES in 0 gome where he collec fons of carrots 
and traverses platform levels in order to reach 
his bithday Blow-out, This gome hos all the 
Loony Tunes vlins, but unfortunately the 
child grophics, jerky scaling and simpli 
gameplay do this game no fovours 
OVERALL: 35% 


Is time to jet of into deep spoce and foce 
‘hose evil diens on their home grounds. This 
horizontal szroling shoot ‘em up is © good 
challenge, with plenty of destruction fo spice up 
the gameplay. I could prove bit hard for 
novice players, though the majority of you 
should find this to be a decent Boster wel 
worth considering 


OVERALL: 79% 


lot of proc F 

tie, However, nothing soo dificult fo 

cond i's ever so 005710 9 oft 

‘not fe master them, The one trouble wit 
California Games is thers no comp 
cne-player mode, so there's only personal 
bests fo bea unless you have up lo three mates 
round. Great fun for single players and really 
really smart in o group. 


OVERALL: 91% 


Don the daunting mantle ofthe environmental 
saviour ofthe word, ashe bates to save the 
world from environmental pollution, while es 
{hing few sels and leon Ye or 
goin. The sub-levels ofthis game ore a mixed 
bogu The shoot ‘em up levels are far too diff 
cult wile the scoling exploration bits are 0 
doddle, The package asa whole isunremark- 
abl. 

OVERALL: 56% 


Join the eponymous Coplain as he’ x 
satay soci socig leon 
‘Abeta sopes Ths one si 
Rore game thot should appeal to 
though shoot ‘em up experts may find 
easy =) 


OVERALL: 90% 


Simon Belmont ison the fri of Count Drocla 
} game itself takes the form of « vast plat- 

gm ogee st ce ro case which 
Simon explores, punishing any undead types 
‘with his trusty whip, The cudio-visvals orenit 
‘Bunning, but the ation is absorbing foro Tang 
while. Try out the sequel first thoUgh, 
OVERALL: 80% 


ua 


‘One of Ninendo'seoryeflots,Clu-Clv Lond is 
‘0 sort of PacMan clone set in grids of dos 


your way through 25 roces of isometric 3D. 
scrolling fun, each with a differen challenge. 
Cobra Triangle has tal. Great gropics, 
decent sound, but above oll amazing playabii- 
ty. Another classic from Rare that deserves to. 


Take the whee! of your speedboat and race . 


iS 
is gome looks like 6 


Atfist glonce, ao. 
Seat 


packeghgrcode puzle thas highly recom 
‘mend@iExcellent graphics ond swingsome 
sound ore the icing on the ci. 


OVERALL: 89% 


FISH FACT No.3: I you ned tosbow 
yout ih, opel in pond oy 
on ay Hs of 
res, the pond 
pre shede, 


collection. 
x 

Ue de Beckut done which es | 

pecthe ° ‘Oh no! Moso's has been kidnog 

screens ond screens of tedious bat‘ bal raced portal eoptoihe talon 


‘makes this one fo avoid ot 
OVERALL: 21% — 


= eacceame 


wi 
2 ¥ 

Jump into your NASCAR rocer and burn oround 

‘series of rocks with ng vwhatsoover 

inthis NES conversion of singly 

wtul Tom Cruise movie, The ics ore okay. 

but there's no real variety in them afl The 


gore itself is slow, tedious, annoying pnd frus- 


trating a 


OVERALL: 39% 


Tele ine wep ¢ neon nod ond 
‘oflempt fo become king by taking over various 
Nettiories inthis stofegy gome wih orcode 
subslevels. The problem here is thot the strategy 
niet 
she 


- 


invtng enough ond the orcode 
on the mustard at all, Leave this 
the software shop, where i 
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lumber to conquer four different levels of plot- 
‘ation: Donkey Kong isnt @ bad coin-op 
‘anversion, but the orginal itself i yers old 
nd four screens of arcade action simply int 
{enough fo warrant the price tag 
OVERALL: % 


Donkey Kong Juniors out o rescue his Dod 
from Mario's cluiches in another four-sreen 
ptr mp, this ie set in the uals 
ik its predecessor, Donkey Kong Jar isn't a 
bod conversion with a bit more variety than the 
original game, Opfortunately, Four screens’ 
veorth of ection just ist enough fo give the 
Player value for money. 


OVERALL: 46% 


Your gitfriend’s been kidnapped by Mr Big 
the evil crime boss! Its down to you to kick the 


‘excrement of his cronies and then face up to the 
‘boss inthe final confrontation. This gome isn't a 


‘bod conversion, but the sequel hos superior 
‘grophics ond gameplay. 
OVERALL: 75% 


is 
{yst too difficult fo be worthwhile onde plod- 
ding response time doesn't help matirs much 
either 

OVERALL: 65% 


Meditgge basketball gome which jujtobout 
supplies enough slamdunking thailand spills 
ardent basketball fons 


Dirk the Daring’ doring Dapp hasbeen kid 
nods be bos aerreat 
Pausing only o arab his daggers, Dirk gives 
chase by entering the side-on scrolling castle - 
but many traps and mecnies await. Dragon's 
Lar hos eal opis, he roti 
ow, posi 

iis nod ce derieeg 
OVERALL: 21% 


beck ino Tetris-nspired puza'game | 


Which sees him chucking diferent proteins inka 
‘booker in order to make al the nasty viruses 
cisoppeor. This isiquite ensy fo begin wit, the 
‘ection gets meaner as you progress making fr 
‘truly exiting test ofyour reflexes ond brain 
power, One of the best puzzle games forthe 
NES. 

OVERALL: 88% 


This is reolcldgic I's 0 sobd blo! thot owes plamets and then reshing 


much of its gomoiloy fo the equally briliont 
Defender. You cant get the latter on the NES 
but you'd be foot this one fal rough 
your gt 

OVERALL: 87% 


There's not much yo 


Dust off your Zap jug this cart in 


but ust shooting 
i fun o¢ voce 
ove 


pon wave of 


i 


Unsurprisiogly, this goine-of-he-smart-cartoon 
__ a platiéraer However, despite its age ond 
‘elotive eosnes i sil holds ts own ogoins the 
hordes of other por games swamping the 
NES. The graphics ore excellent reprevenations 
of their animated ley ‘ond theimusic is 
‘octually quite jolly. Best of al, the gameplay is 
{ost ond voried. Not the hardest game inthe 
word, but sila spifing fit. 
OVERALL: 90% 


‘These space traders, oh? They've got 
ino respect for the old market tradi- 
tions. Do they set up free-floating 
fruit ‘a’ veg stalls in Lower Earth 
Orbit? Mo. Do they hawk jellied cots 
nd dodgy T-shirts at the tops of their 
voices in the soundiess vacuum that is 


off to rich galaxies in search of a high 
profit margin. Of course, not 


fre-and forget gome fons (although there's 
lenty of Soin on ‘ond but it’s certoint 
a 9 ank pallies) ‘and whatever taste 


aie evap NES oer 
OVERALL: 91% 


MS compo- 
suddenly on evi dew! 
he's got fo run clong 
fing undeod sprites in. 
final conflict! This conver- 
phics and sound. The 
dhe gomeply frst 
‘alone. 


Tk: 55% 


‘room! Get your leathers on and get ready fo 
arn down one fe bumps! moter bet: 
tracks in history! The horional ack soln 


very nippy, proving speed, but 
Blate eapht une esse 


By, However, hese nadequac 

ee 
allenging and vell worth o 
VERALL® 


The corse that its NES soccer gomes aims 


is Jolaco's Goal Featuring an ineffective iso: 

rc viewpoint, stick-men sprites ond 
‘extremely annoying action, Goal! i best left 
alone, 


OVERALL: 33% 


» 


0 5.2.30 isometric view roce gome 
9 crOH5 nine haxord-laden space courses 
ne or two players may participate simultone 
‘ously i this rootn’footn’energy-beam 
| shootin’ no-holds-barred scoot towards the fin- 
hie, Although isometric racers seem fo be 
ly thing Rare:do nowadays,ond olthough 
the scroling is «bit dodgy on Galaxy 5000 i's 
ian excellent game which is wel worth @ 
k 


ams Family hos 
talionh ord fe NES pe deg he 
‘ented Uncle Fester on a scroll-around quest to 
soe he Earth, The grophics oe sey nd 


‘What could have been a briliont monster. 
based ome oles 


mond exctement 
something different. 
OVERALL: 79% 


forthe a, ating el do aa 
eb kp ong the way Ths 
very simple, bul he mare 


icky ond the absolute 


re 
cl Counter ap noc NES 


‘another victim with the shambling debacle that- 


AME INDEX 


sweet snack, people * — y 1S 3 a | | | ‘ond sound oren’t exactly spectacular, but this, 


art offers a very challenging, playoble round of 
golf. Recommended to golfing fans. 
OVERALL: 76% 


Gyoops! Them thar lion invaders aro 
at it again, and it’s up to you, 


ofa of 
Shas yams ec ruldbe ue 
simple its successors i's sil 
sacked vith oll the power-ups, alien death 
Sr cen oa oe 
fodoy's blasters. The grophics ore 
bot bi ficary when heres gong on ot 
once ond th sound ify mpesie fo 
especially the nice explosion and death effects 
‘Grodius & one of the best shool ‘em ups going 


suffers i the NES, despite offering nothing most play. 


't seen before. 
"OVERALL: 90% 


Toke Hip into the scrol-olong blastingsfone, 
Tht sconpaid by ese oe 
Gremlins Progrommed by Sunsof, 
Geeinsipie lsing gone 

decent grophi ‘nd 


Ther ore some 
you're going Yo march oround the 
Zeroling oreo blowing 


hombres. The coin-op was pretty 
this NES conversion is quite good fun. 


OVERALL: 69% 


Great conversion ofthe Wilioms pinball table 
‘long similr lines 1o Pinbot. Worth « look if 
you're o pinboll fan. if not, you might find the 
‘ction a fod repetitive 
OVERALL: 82% 


Plug in the Zapper gun and get ready to pump 
‘ome vlan lf phlons Ts orge-Soot 
jing game puts you atone end of o shooting 
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NINTENDO MAGAZINE SYSTEM 


NES GAME INDEX 


li pire Mela round 
ot the other end. Though this i r 
Sp 

eae 
‘be exhausted after 0 few sessions’ 


OVERALL: 60% 


nooM hich, 

Unorign plo game which spas ie 

cops but soy Yet dow by ER cen 
large oreat'in which there's very litle fo 


do. 
ov. 


ERALL? 62% 


fing monstrosities ever to plogue the Nintendo, 
Bear wth it though, and theres foiy decent 
‘game to be uncovered. 

OVERALL: 64% 


I gome, which although 
ed yale 
pp stil 


nowhere 

the naff Nintendo World Cup sil fis to gene 
ale much inthe way of soccer excitement 
OVERALL: 62% 


ICE CLIMBER 

{ce Climbers «prety basic game, th object 
being to conta your Eskimo tothe tone! each 
verily scrolling level while keeping on 

‘out for enemy spies. This wos one of he 

NES releases and has primitive grophics, ound 
‘nd gomeplay Even the simustoncovs wo, 
ployer ection doesn't stove of the tedium 
OVERALL: 58% 


ety pens dea 
Ee te oar 
rare ‘Even Ikari fons will be disoppointed with 


OVERALL: 48% 


‘version has 


ing and there's pleny of minor 


loro its predecessor, with plenty of plotfoem 
prolen is gore apap 
fs is 
{ory tough and coupled wih he erp 
ing grophics, there's not much of on urge 1 see 
‘he nes level. ronsword is above average, but 
‘not totally amazing, 
OVERALL: 77% 


ISOLATED 
WARRIOR 
Become the Isolated Warrior os he runs up the 
isometrically scroling 30 bockgrounds, blasting 
enemy sprites with hes multi-purpose weapon. 
Isolated Warrior is « great shoot ‘em up pocked 


With top-notch shooting excijement. 
Unfortunctely, this is marred by the foe 


Yong cosy to. 
OVERALL: 60% 


KICK OFF 
Once again, the evi hex that plagues NES soc: 
er simulans strikes ogoin in ths conversion 
of the grecest computer football gome ever. 
Kick OF retains all the briliont options ofthe 
Aig version, but the game logic i sadly lck- 
3 conspiring 
fo ruin the game foo. A grea! shome and o 
major disoppointment 
OVERALL: 36% 


moment. At the touch of a button his prema) spr a 
shoggy mane lashes out at opponents Jockie Chan's Action Kung-Fu is a very humor. 
Kelling, stonaing or severcly Hickling 9 J nde from loa on actos of 
thom. However his ‘exterior bales on extra 
Kabuki hs on oe sarge sand most platform game absolutely stff crammed 
bizare certal character, ever This sense ; : 

aes 8 wih new things and spec mows i's very fst 


OVERALL: 93% 


cache 


going, 
OVERALL: 90% 


KID ICARUS 

W's cue platform game time os youlGuide Kid 
Icorus agains on army of baddies who argjust 
dying o clip his wings. I's pretty qgod Fun, but 
the grophics ore rather dated and when you 
look o some ofthe more modern platform 
games around, tis doesn't compore 10 well 
OVERALL: 68%. 


JACK MICKLAUS 
GOLF 

The immortl Joc Nicklaus has endorsed whol” 
turns out fo be o 3D golfing simulation that’s 
‘show jerky ond bug-idden, Add these inred 


‘bly annoying factors with the patetic graphics, 
and miserable sound ond have gol Sno 
lation that's even over shadowed by the ancient 


Nintendo Golf 
OVERALL: 48% 


MICKLE CUBICLE 
This gome is rther similoro Adventures of 
Loo, in thot you run around a single-scr 
maze pushing blocks and squashing meanies 
Kickle Cubicle would be an excellent puzzle 
cum oction game, but i's just 00 easy to com 


plete. 
ove 


KUNG-FU 

“This gome weighs nos a conversion of hat 
Paging Dato Eost coin-op, Kung-Fu Master 
{remember that?). There are four levels of hor 
zontal sroing bodsie-beshig included in 
this Nintendo ransation, This might no! sound 
ale buh ugh, dlnsing gone 
{quite «laugh. Worth lok for beat em fos. 
OVERALL: 72% 


Lk: 72% 


However, it's quite ‘once you 
get into the swing of the game. This 
fitle sees a quite carteon 
“representation a 
leaping, kicking wey 


cof a two-player mode. There's ci much power- —— th a 
ing-up, ckepprassoctiog deat aay ros 

an 

well odfsed fo 


OVERALL: 92% 


Ths was Nfend's frst 7G, Et se 
format mokes i for more eccessibie 
games ofthis type. Wah ts 
‘hs gome should provide hows 
ba an eho 


ing)on abit now, emphosised 
ing ust come out in Japan 
caged quite well This is path 
__ due tothe graphics, which where woy aheod of 
heir fime ond ore stil nat otal bad by today's 
ndards. I elso bois down fo the extremely 
Yough gameplay. Some ofthe puzzles require o 
lot of though. ond oll of them require a domed 
decent sie of sll Ifyou think you're up othe 
challenge Megomon is © worthy purchosement 
OVERALL: 92% 


Sen 
‘marble around sx difer- 


‘graphics ond sound, ond 
size ofthe spits, the quality of def 
the fonts use of clo ae 
games to shame! The gomepl 
inecott ablend 


icky pun 
Secogh inte 

fhe worth a 

‘Megaman. 


£5 entertaining ideo «funny shapes post 
septaeoni incon 2 Bact the 
ofthe oa ‘lets you's 
bg Seicteg iba this one nove = Nice grophics ond ula-volent gomeplay make 
this on interesting game to play, bu! only for 0 
wile. It tums out fo be more ofa giont maze 
“game than a shoo! ‘em up, and the unchang: 
ing scenery oftonks and bln: makes one 
screen look pretty much lke onether. Not 0 


‘gome fo put high on your shopping list 


i" OVERALL: 52% 
“Metroid is 0 graphically impressive, vary clever: 


+ Wy put deptet ‘orcode odventure with lots of 
features to keop things interesting, I's 


A! a & me ond ardent platform/adventure 
= 3 wil ove 


r ‘oly won 
OVERALL: 75% 


This is on early Rood Blasters one, 


really up o much but this lookolike is 
worse, The grophics ore loughable and the 
gameplay extremely dol. Leave this wall alone = 


a 


Bowover, | 
Ps nnra'e et P omere 


is, etree vol 


GAME INDEX 


Mike Tysoa’s Puoch Out may net ectu- 
‘lly be on the shelves for thet much 


Tasca obit oa pity becouse isis 
cone ofthe bes boring games on any system 
The grophics, instead of trying (and failing) to 
be ulrasreolisic ore very éortoony and 

us. There are loads of moves ovale and the 
game packs quite a challenge. The password 
system does det from the overal dificuly 
somevhet, but a he end ofthe doy Punch Out 
is ne of those losses no NES owner 
should be without 


OVERALL: 94% 


This viewed-from-obove maze gome wit espi- 

cnoge overtones costs you os a sce! og! 

‘out fo overthrow a subversive world-threatening 
ery The grophics and im oe ‘ore both 

‘ery elec andthe gome 

Toe ond wil oof Hap ecnmended 

OVERALL: 86% 


PAP 4 
cide your 

scroling metic his 
the pencionable Ac 


“boosh” retarded, infantile graphics, 
colour schemes, booming cocopho 
sounds and frustrating gomoploy. The 
responsiveness is yet another nal inthe 
quality 

OVERALL: 30% 


This is @ real Nintendo odio, and has been 
completely eclipsed by the immeasurobly supe- 
‘ior Pinbo, which is bosed on o rea pinball 
foble, Unies you'r after, dysubston: 
<dord pinball game fer your Nintendo, ovoid 
OVERALL: 45% 


© Rare's conversion of the fopper Wilioms pinball 


fable is excellent, with all he stee ball spang 
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aa <a. 
OVERALL: 89% pepo Diet ts bloat 
role el ny ed a 
Cee SOA ser 


80% cy 


criginaltoin-op, ier ay 
fet seers Pop's powers 

{yt keep you busy foro while, but unforu= 
‘nately, the novelty soon wears of 


OVERALE: 67% 


ANIAZINGH 


ST TRUE 


Strut oround the universe withthe copes inter 
galore al hem al od roy Ws upto 

Yo run around platform levels looking for 

for new planets to vist. Rod 

Gravity i 0 coo! .gome, with nice blast 
ing elements added in for good measore. 
Recommended fr parm fos ai 0 chal 
lenge 


OVERALL: 82% 


Tongonpa Geb cates ts prey by 
‘bring ital ithe ak bad its 


‘patito. Ths ond bath, mailed cloure: 
fiom eed ets fish Yo beieve th the Cid acaey 
bl eee sch in dou a een he 


Sugrunruent ice 
= 
Cannan ter tsopiobaberd 
his ‘the rainbow to put a stop to 
Bulb's syringe sere re of re 
rei ick creas 
etree tae 
‘gameplay and poor response 
OVERALL: 67% 


RC Pro-AM is one ofthe most ployoble NES 
titles oround. Both the graphics ond sound ore 
Spoon ond here's plenty of acon agp you 
going for «long time os you race variety 
‘odio controlled vehicles around o series of very 
tight rocks ogaitst mod computer drivers. Now 
superceded by the superior sequel 
OVERALL: 85% 


oni be fooled by the name - hs i the offi 
NES erson of Gor he at ort 
shoot ‘enrup. Al he levels of he coin- 


‘ond the Bling acon is fost ond 
Gana: aie 
pmo. ise quar en roa. 


Brains optics are loughoble with pathetic 
nd visuals, ond the sound 
sporting very Weok 
1 go for Tecmo 
Phics, beter 
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Self Sa nine 
a erp, 


Folin? Kes 
"you'r ater 0 good Four ah 


i “note bt 1 in which 
le Ol — ‘a Tou bomb your way GGA Series of bod 
“ * pocked screens. re exciting than it 


{becouse the adion isso inted 
Mapp tetiicpeet pwede ov. 


his 0 mul orel enon 
Teode of « bunch of SAS guys otf 
terrorists’ plans for world domination and res- 
cv thence the til) some hostoges. The aroph- 
ics ond sound are poor, bu he rol proble 
with Rescue sho eoch subsevel is vry dll 
tnd fons to comple. 

OVERALL: 41% 


‘ond slow. 


[Abit ofa sticky one this. Most of he 
ame is simple ond entrfinng platform aff 
Freer itso routinet swtes beeen, 


Those cheeky chipmunks, Chip ‘n’ Dole hit nese 
Nintendo in 9 platform game oftheir very own, 
‘programmed by coin-op giants, Capcom. With neta, 


‘one or simultaneous two-player options, Rescue 

Ingest ls spot ce ea A 

iret one solo ptm snowed or cdi 
bisa 

OVERALL: 88% blood, enjoyable rough-house 


you wer afon of code ood Blas his ° 
conversion moy come as a disoppojalment. The ics in this beat ‘em up ore okey-dokey 
props and sound efit we fpraduced, onde Sey ius ons 
butt carta ply Is ust ff thence weopes), but on the whale, Rygor i 
00,8087; ond ony competent playehshould| eee 


Mei rsog ah Sock at gees Coc, ope Sop 


Completed, Road Blasters doesn't hove muchio\ 

trct you bock for mre. lat 

OVERALL: 48% 

# If you've ever wished foro Side Arms-type 

gare othe NE, hs is robb he ees 

Broce youre ferwtal ms rrkasthe wort ing hugh do eh oa 

console gome EVER! Rood Fighter so vercally ome is 

seroing rood race gome alte like Spy SSvetiutiormne'ttss 

Hunter, but withou! the extra weapons, decent weapons are completely 

ophics o goriploy Indeed, the scabrous, money and your sony, 


retarded gome wathave here is devoid ofall fun 


‘ond Crane inducing qualities and is @ com: OvEeRALL: 46% 


However, there 
tral wospens fle open 
ee ted of avr pss oot 


"eed cash prize total. 

Yosk of converting such a fst-moving coin 
op, where the scrsen is obeys packed wath 
milion of enemies, tothe NES, was no e05y 
cone, However, the result 


poten cou post be pa 
from theless of one spel weopon ths is 0 
complote, full and really excglient conversion of 
the ultra-violent original. Death fans should 
rush out ond puoi his immediatly, 


cle Toot Cowesh eae he - 
‘ont cteation ofthe the male bebore 
‘thing. The father deans od fans 
‘the gg wl he day wha th ye 
fay deve. The eg aha eure 
ero wee mee a 


JREnjoyable gome-of-the-tely-show in whic 
guide Bort around thehorzontally scrolling 
fown solving puzales and avoiding the beddies 
in on attempt fo thwart the intentions of the 

ing space aliens. No! exactly oction 
‘but fun nonetheless. 
ALL: 88% 


a 
when the snakes are chubty enoogh 
may they te the next level. 
Snake, Rate ond Rll is another product of 
Rare, those renowned NES progrommess, ond 
i's pretty obvious fo $08 where they go thes 

_ excellent reputation from This is 0 very orginal 


twist on the platform genre, withthe isometric 
Jing three dimensions of poss: 
be wlatons. The excellent (and 
Jao} popes odd mosphere othe 
a ond the Yooh gameplay means 


weeks of poy atest, this gone. 
RALL: 94% 


time he's vowed fo destroy a jungle-bosed 
legion of ene. Ths general ehed rn 
‘ing around the jungle (fr jungle, read mae), 
blowing away enemies ond rescuing hostages. 
Snake's Revenge is exremely dificult fo ploy, 
slow, unvewarding and tedious. 
OVERALL: 49% 


The echo fis otal gome itl slo, 
tnd the graphics ore only adequole butt pays. 
‘ond that’s what counts: And even 
Teed pestrey oncom tl lest 
ter thon oll the newer Nintendo football gomes. 


OVERALL: 83% 


Pe 
oo 


‘This cot sees Jetman scouring the solar system 

| for lost pieces of the mystica! Golden Worship, 
the fabulous spacecraf which would moke him 
his fortuna’ bit ike the old coin-op 
Grovior, or indeed, he old Specey budget 
‘gome Thrust, bu! with @ more uid contol ss 
{em and more complicated level layouts. 

~ Tough, odditive ond grea fun, Solr Jehan is 
‘2 gome no NES awner should be without 


OVERALL: 95% 


This on excel conersn RED at 
coin-op, whichis one ofthe best orcade purale 
some mental stimulo- 


—— 


Snake (the hero of Metal Gear) is back, and this 


This is the first game from English frm, 

Softwore Creations, ond it’s © goodie! Guide 
our litle man around the forced perspective 

ckdrops, solving puzzles ond batting mean- 

ies, With fs excellent graphics, omating sound 

and involving gameplay, Solstice ison essentiol 

purchase. 

OVERALL: 89% 


ee boc for more pat 
ki m 
ral Thtrote hese lhe sion 
of the Sinister Six. A not-bod 

‘made somewhat redundont 

‘other games of this ilk. Still, Spic 


should like it, 
OVERALL: 70% 


xe wh 


Bosed on the MAD mogarine comic strips, SEY 
%: Sys ne fh ie ple game 
ova SN eek 
frag Your compute, 

Sacha pete dso 
the best graphics ond sound in the w: ou 
“you have another gamer at hand 

this iso mus 


RALLs §4% - 


- 


et © gomeralve wh déesn ' inow 
about:Mario. He’s the most recognisable chor 
‘octer in the United States (beoting every major 


GAME INDEX 


ve shoot out: spoushythe old em ctin-p, his is one 
acclaimed os possibly dl 
game evr writen ee, Mov 
praiins 
feast of colour ond } animator 
mop is absolutely huge, and there’ 
mes and oa eos 0 add oi a 
thy efrtly he bast NES gm ort ond 
tesa oct e Newer hodee Sh e 
wathdpealy honesty ts ime 3 ol lag ge very sr as 
13 Tole computer game series. Short on action, but 
mathe oe Jong on dopth, Ss soe hat dren ped 
tole: playing fons will go bonkers over 
OVERALL: 81% 


‘Athough theyre now trogicolly unhip, Turtles is 


- < fun gome tat provides pny of Bat “em up 
han “roqmarfeworts Super Of Road a. Seon, hin of exploration ond taxes 


rior Super Sprints ame, that's : bn 
BHHeaB I eee! bromoog see AD Og Worh 
Four Score €.W's yet another skillRare checking out, 5 
‘gamé, ond a very close coin-op corverson, The. OWMRALL: S6%* 


rt tifive nature of the moy put some * 
BOO80 os “a 


PEC = IAZinGH 
i a 0 
y, Vit inca em prion no Bur TRVE — 
fa, ‘aries of Volleyball matches inthis coal sports i 
Fi : iltion, With #s Four Score componbsity nag i tes mov al ine coke 
-“ Up to fr ployer o Yoke port, Super beer on NES game fo end them a 
"Spike Volleyball so great gome tha! should Unfortunately, what you get oe fv ited lev- 
mpen; tolled "appeal to mos! sports fons. ts, mast of which reset around a tedious 
OVERALL: 83% platform 1. The gome isn't awful = 


environment 
i's jst dull ond very unoriginal. For die-hard 


FISH FACT No 9:Vives tects, the 
Naroe Bt, oleglesos ets 


i bee seyig 
the best-selling sequel if ons pert alp 
is the | ling to the astonishir redators quick! 
Soper Mare bor Teo hoict fur Cae 
chorocersinsteod ofthe usual two, each wih 
iene ein sore! ev 
purzles ond eten harder sh 
Iihoghsooacadeby he trae pie, 
this ofp qulty purchase for prom 


rs. 
OVERALL: 96% ale 


‘Take control of the bygone heroes ina half 
shelin this smultoneous two-player game 
based on one of the mostpapulr coin-ops 
ever. Tulsi 0 very dae conversion, but 
when it comes do isn't much in 
the game and th on $00n grows 


i =< 
NINTENDO 112 


down init eiecution i's just not fun enough to 
Tift out ofthe veritable sea of platform games 
tvaloble on the NES, 

OVERALL: 74% 


Tiss faye 
the: Hos Shared 


Blast in wi 


isthe most recent of 


the Zog 
fhe it Very 
net 


The NES is not it comes to 
00d racers, 50 its nice to see a good, fost 
filled effort like Turbo Racing. Although 
raphics are a bit rough, ths is more than 
1ad@ up for bythe exciting gameplay. Check i 


ERALL: 80% 


uring 0 massive 15 events (hurdles, pole 
hanes row ache, clog, i 
z {ol shooting, canoeing, hang-gliding, 

a Tackwondo, fencing and armmagling), this is 

: grophically ond sence muli= 
. ployer action and pleniy 8ffough ond challeng- 

y ing button-boshing gomeploy, tis is 0 sports 

idihasseares simulation no Nintendo ehvnar should mis, 
OVERALL: 89% 


Trog is © PocMan-stye coin-op (two girls ore 

slog fe cae scone in erin 
ich depicts you as a caveman out fo sora his. 

CO (177 from vorou - 

eC os bane age 

r0, ei disguise the 

r ‘gameplay 

5 game has a great ideo and plot, OVERALL: 70% 

overall execution is o tad lacking i 


self lacks the kind of excite 
ect rom on cette am 
from 9 popular coin-op of yesteryear) 
though the graphics are fine, the gameplay 
bit dull. A few more powerful weapons E ih 
havelhelped moke this cbove-average quality 
game into something quite special, 
OVERALL: 72% 


ae 
ee 
OVERA 

ANIAZ ING 
ST TRUE 
requires a fair bit of joypod skill. The or 
Jgmort game. If you year for something © 


OVERALL: 79% 


(rg _ ISH FACT No.10e Keys 
35 esterase 

Howe, suds of oe edie 
fen te ie of etsinng qc 
sin Moin Bly or ee Fk 
Studies Oren Fk 


You ARE Maverick - the Top Gun of the file 
ond it's your im fo fake to the skies, comple 
a number of missions ond blaw up oll the 
Sedalasecte pop is not retom- 


ics oe extrmely 
‘evul ond the very doll indeed 
‘Only the one-on-one two-player 
geod 


two-player modelo 
OVERALL: 51% 


Urban Champion is @ ny pres ‘ 
pain which 
¢; See. 


Fromising sounding platform game soy lit 


ick info your ho 
voto battle o bunch of 
jwho've been whoopin’ it up 

Hownsfolk. The graphics ore 


2 ‘ond right, andthe oim isto simply 
ost or sed dude cowboys as pos 
‘ble. i's un but gets obit boring 
oer 0 


This i a smort-lookng, but simplisic platform ~ 
game which requires on awiul lt of jumping 
Skills ond tle else which all ges abt monoto 
‘ous after 0 while. There are several superior 
platform games avilable on the NES, the Mario 
games for example, ond the Megaman series. 
OVERALL: 72% 


This has got well-onimated grophics, foil 
moves and enjoyable g yond while 

oot eons fe hesces Fon Wa 
the offal ile does, we sil think it's the best 
wrestling game on the NES. 
OVERALL: 84% 


= S 


‘The graphics are simple, but nicely drown. 
ihe Urkods Sraaupieh, mck fie pt 
form hammer ‘em up a treat to play. I's nol 
sarc li se end 


if you wont to try and, 
dere oat ity 
ov! 


so all yo 
‘ting Upthe- 
OVERALL: 65% 


The evil villianess poppet 


from Terrahawks is- 
© badk ~ and this time 


she's brooght her dad! af 
‘Well, octoally, that’s not 


| strictly troe. Firs of all there’s ne 


“parental villainy in Zlda I Secondly, 


‘+ nat even about the main arch- 
fiend from the aging Gerry Anderson 
‘TV show that dida’t really prove as 
popolar as all his other efforts. Stil, 
‘poor old Link is still searching for the 


GAME INDEX 


TOF 


Zelda I's one ofthe biggest games the NES 
hos ever seen, i tokes literally days justo find 
your Way oround the map. You may tink that 
this sounds daunting, especialy os is, shud 
der, ond RPG. But Zelda lis no ordinary RPG. 
Ws very fast-paced with minimal fussing about 
‘over hit points and the ike nd maximum 
‘emphasis on the puzzles and plots involve. 
There's ako a oir share of ercode action 
involved 0s you explore. Even non-RPG fons 
wil ip ot this, and although the pice tag is 
some hey Aver of Links esly 
worth a go. 


OVE 


LL: 94% 


SYSTEM 
SHUTDOWN 


(¢) EMAP IMAGES 1992 
Nintendo of America Inc. 
ond its associated compa- 
nies are the owners of the 
copyright in certain of the 
characters, artwork, logos, 


licence fo EMAP Images 
Limited. 


2 Nintendo of 
America Inc. All rights 
reserved. 


NINTENDO, NINTENDO 
ENTERTAINMENT SYSTEM, 
NES, GAME BOY, SUPER 
NINTENDO ENTERTAINMENT 
SYSTEM, SUPER NES and 
SUPER NINTENDO SCOPE are 
trademarks of Nintendo of 
America Inc. and or its asso- 
ciated companies. 


Nintendo Magazine System 
is Copyright EMAP Image: 
Any duplication, transmis- 
sion or use of any of the 
text or pictures contained 
within these pages without 


Ten Things You Never Knew About 


Radion Automatic... 


+ He once borrowed Paul 
Davies’ Walkman, but the 
earpieces were allegedly so 
grunged up on their return 
that he now faces a lifelong 
ban... 


. «80 he bought his own, 
buried it in the sand and 
made up some cock and bull 
story to get it fixed at Dixons 
when it refused to work. 


+ Nobody can explain why 
just one half of Rad’s head is 
shaved. Suggestions include 
that he’s got left-handed lice, 
a one-eyed barber or a lobot- 
omy plate which must be per- 
manently exposed for inspec- 
tion... 


. Rad has not worn a pair 
of long trousers in at least 
year, and proudly displays a 
series on grazes and gashes 
‘on both knees. Quite how 


NINTENDO 


they get there is anybody's 
guess... 


. Rad’s breakfast repast is 
always the same:-a Mars Bar, 
a Lion Bar and a can of 
Sugar-Free TAB clear. Fueled 
by the many vitamins con- 
tained therein, he begins the 
day in earnest at Ipm. 


. His desk has been voted 
EMAP’s untidiest, an accolade 
of which he is justly proud. 
His mascot is a Glyptodon - a 
plastic dinosaur vaguely 
resembling a light green turd. 


. Rad is the proud owner of 
«a couple of dodgy videos, 
whose illegality he regularly 
blows out of all proportion to 
anyone who doesn't know 
how tame they really are. 


. One day Rad decided to 
dye his hair black. Everything 


went according to 
plan until he had 
finished, when he 
used his flat- 
mate's towel - a 
present from 
said flatmate’s 
girlfiend. The 
towel started 
life orange. 
Now it's 
black. 


Rad is 
one of the 
star per- 
former's on Sky 
One's Games World. He is 
‘one of the Videators on 
Friday night's Beat The Elite 
show, grinding the odd ne‘re- 
do-well into the ground in a 
wide variety of gamesm and 
generally swanning about 
being a bit of a star. 


Rad is one of the most 


colourful and pop- 
ular members of the NMS team, 
who can take a joke with the 
best of them and is no doubt 
laughing his socks off right now. 
As usual, ‘he’s also in Next 
Month’s NMS - so buy it before 
his head gets any bigger... 


HOLL WOULD 
IF SHE, 
COULD 


ald she will 


CARTOON 
LAND GONE BAD! 


Whilst publishing his underground comic, Jack 
Deebs has unwittingly created a parallel universe 
inhabited by cartoon characters known as 
DOODLES. 

You are transported into COOL WORLD and 
seduced, through engaging messages, by the Doodle 
vamp... HOLL. Visual jokes and gags punctuate 
your adventure as you hop to and fro between 
reality and COOL WORLD. 

But Holli's dream is to shed her Doodle identity... 


to become a real woman - with a real interest in 


A 
Jack! ENTERTAINMENT 


A DREAM THAT COULD DESTROY BOTH WORLDS! SvsTem 


OCEAN SOFTWARE LIMITED, 2 CASTLE STREET, CASTLEFIELD, MANCHESTER M3 4LZ 
TELEPHONE: 061 832 6633 FAX: 061 834 0650 


Jimmy Connors, ranked Number 1 for 159 weeks, holder of EIGHT Grand Slam titles and a 
record 109 single titles - more than any other male player in history - is the GREATEST tennis 
champion ever! Now YOU'RE Jimmy Connors, battling your way to the Number 1 spot. Past 
sixteen professional opponents. On center court of the most prestigious tournaments on the 
world circuit. 


Put a topspin on your serve and smash it past your opponent. Ace! Learn the strengths and 
weaknesses of each player as you climb the ranks to the top. 


Work with five professional coaches to hone your shots-lob, volley, forehand, backhand, net and serve. Play one or 
two player against one, two or three computer opponents. Realistic graphics and awesome sound. This is 
professional tennis at its very best! 


# Choose three play levels: Amateur, Intermediate or Professional x 
# Choose two contro! modes: Full or Easy Control 
¢ Play singles or doubles 

@ Play on grass, clay, hard, indoor, Antartic or desert courts Mo 
Password feature lets you continue the game at a later time. ind 


p Finchley House 707 High Road 
S North Finchley London N12 OBT 
WTERTAIMMERT SYSTE Tel ; 081 343 9055 Fax : 081 343 8544 


Super Nintendo E: sm , the Nintendo Product Seals and other marks designated as “TM™ are trademarks of Nintendo. © 1983 UB! SOFT. 


LICENSED BY 


MAGAZINE SYSTEM 


WE ARE A SMALL GROUP OF PEOPLE DEDICATED TO PRESERVING A PART f 
OF CLASSIC GAMING THAT SEEMS TO BE OVERLOOKED MOST OF THE TIME. 
NAMELY CLASSIC VIDEO GAME MAGAZINES. 

OUR GOAL IS TO PRESERVE THESE MAGAZINES BY RESTORING 

AND DIGITIZING THEM BEFORE THEY ARE LOST FOREVER. 

BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOW, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START TO FINISH. 

THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 

THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 

TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 


WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 
TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER uf 
IN QUESTION TO DO OTHERWISE. 

THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 

DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 


AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. — 
REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM ewe 
(DIGITAL VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, Tal 


WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 


THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A CERTAIN DATE, IS TO GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO SELL REPRINTS OR DIGITAL VERSIONS OF THEIR OLD MAGAZINES 

IF THEY WISH TO DO SO. 

THESE ARE HARD ENOUGH TIMES AS IT IS FOR PRINT AND THE LAST THING 
WE WOULD WANT IS TO DO IS HAVE ANY KIND OF NEGATIVE EFFECT ON THEM. 
WE SEEK OUT TO WORK WITH PUBLISHERS AND ARE ALWAYS LOOKING TO 
SEEK APPROVAL TO DIGITIZE, RESTORE AND RE-DISTRIBUTE THEIR WORKS 

IN WHATEVER WAY THEY SEE FIT. (PUBLICLY OR WITH SILENT APPROVAL) 


WE HAVE NO INTENT NOR DESIRE TO PROFIT FROM THESE DIGITAL MAGAZINES 
IN ANY WAY, SHAPE OR FORM. NOR DO WE HAVE ANY DESIRE TO FINANCIALLY 
HARM ANY PUBLISHER, EDITOR. WRITER OR PERSON INVOLVED IN CREATING 
THESE, OR ANY OTHER MAGAZINES FOR THAT MATTER. 

WE ARE NOT HERE TO DO HARM. BUT TO HELP PROTECT THEIR LEGACY. 

THAT IS WHY THE PRE-2000 DATE IS IN PLACE: 

TO PROTECT THEIR BUSINESS AND LIVELY-HOOD, AND TO MAKE SURE THAT WE 
WILL BE ABLE TO KEEP ENJOYING NEW MAGAZINES FOR MANY YEARS TO COME, 
WHILE AT THE SAME TIME ENJOY THEIR BACK CATALOGUE. 


WE WOULD LIKE TO THANK EVERYONE WHO MAKES THIS PROJECT POSSIBLE. 
FROM THE ORIGINAL WRITERS, EDITORS AND PUBLISHERS, TO THE CURRENT 
COPYRIGHT OWNERS AND EVERYONE INVOLVED IN ACQUIRING. DIGITIZING. 
RESTORING, PRESERVING AND DISTRIBUTING THESE MAGAZINES. 


ONE LAST THING: 

IF YOU COME ACROSS ANYONE TRYING TO SELL ANY OF THESE DIGITAL 
MAGAZINES, OR PROFIT FROM THEM IN ANY WAY. SHAPE OR FORM. 
PLEASE DO NOT SUPPORT THEM! 


THANK YOU. 


0 iDevice 
Version 


YOU ARE VIEWING THE PORTABLE VERSION OF THIS ISSUE RIGHT NOW. 
THIS IS CREATED FOR OPTIMAL VIEWING ON SMALL SCREEN DISPLAYS. 
IF YOU ARE LOOKING FOR A HIGH RESOLUTION VERSION OF THIS ISSUE, 
BE SURE TO CHECK OUR MAGAZINE CATALOGUE WHERE YOU WILL BE 
ABLE TO DOWNLOAD IT BY CLICKING THE FULL-REZ BUTTON. 


